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| Chaos warrior 


NECROMUNDA 


BATTLE FOR SURVIVAL IN THE 
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The complete Legion of the Damned army list, 
including squads and support weapons and 


featuring Centurius, the Legion of the Damned 
veteran sergeant. 


IMPERIAL FISTS SUPREMACY FORCE” 34 
Take a closer look at the latest Spaco Marine 


army box, featuring loads of new Space Marine 
components. 


OPERATION DESERT STRIKE ] 
Ed Spattigue from Games Workshop Canada is 
mad about the Tallarn Desert Raiders. We brave 
the sun-scorched sands of Tallarn to check out 
his Imperial Guard army. 


CHAOS CULTISTS 
The treacherous Chaos Cultists were amongst 
the first miniatures that new Citadel designer 
Paul Muller sculpted, long before the 
Gorkamorka Diggas and Muties. We take a look 
at the new Chaos Cultist army painted by the 
"Eavy Metal team using his miniatures. 


Paul Sawyer: 
Fat Boke 
(Oh, ana Eton) 


Adrian Woos: 
‘Orky Bloke 


Graham 


Davey: 
Wray Bioko 


‘Andy Soarman 
Beerdy Bloke 
{ard hen some!) 


Nick Davi 
New Bion 


This could be 
you! Look aut 
‘erthe stat a0 
lar in tis 
White Det 


_ARWe camo) accent rexponsbity or ary cores 


SOAPBOX! 


Wordy bloke Graham Davey has been 
rewriting the labels on all his blister packs. 


‘Taking ton minutes off my job checking that all tha words ja 
White Owart are spelt ight (you might think ths is he Editor's 
job, but no he's far too busy keeping his cholesterol intake 
igh...) acide to write a fow words fo the Soapbox. When 
the Legion of the Damned Space Marines came out last 
‘month, | immediately grabbed some of the bone and skul- 
‘covered shoulder pads to use on my Chaos Space Marines, 
‘Thay looked just as good a5 the ‘proper’ Chaos shoulder pads 
and | siarted thinking about other models or model parts that 
{you could use in athar places. For oxample, | recently noticed 
that the Fledemptonist Zealot wih the big axe wold fit Inreally 
well wih the Flagoliant regiment in my Empire army — 80 1 
‘promply cut off the axe head and made him into a standard 
Bearer {it would te even easier to uso hin) a a champion). 


lam alto censidaring using some of the new 
Ghaos Hounds as Flesh Hounds, and thinking 
‘back. the fist ever ‘conversion’ | did was 12 
Wise Skaven Poison Wind. Globadier 
backpacks on some Plague 
Marines. There are loads of 
things. you can do i you 
eep an open mind 
about what to use 
‘models for, and yout 
fond up with a. totally 
lngue army 


| looked at other people's armies to 
‘302 whether they did the sama thing. Nick's 
Imperial Guard army uses twa Necomunda 
Wyrds as Primaris. Psykers. Adrian's Ori 
army has ¢ Nobs mob with ‘eavy armour 
made. trom Gorkamorka Ork bodies. with 
[ams from the Chaos Wanilor sprue, He nas 
also used 2 load of the rotor blades from 
Diegmek’s Dethkopter as Stormboy 
backpacks! You could use ihe Green 
Knight as an Empire general or the Red 
‘Duke mounied Vampire asa Chaos Knight 
hero... The possbilties ara endiess. 


The message Is; keap an open 
mind, Just because it says one 
thing on the label doesnt mean 
you can't use the model for 
‘Something else! 


plo 


Get yourself on the Soapbox! 
Do you feol passionately about some aspect of Games 
\Workstop gaming? Why nl lel everyone knowl Send us up to 
5C0 words, and include your phato and signature. You never 
know, we may even read i 


Gr (euused by these photographs, 


MERCENARIES FOR HIRE 


The Dogs of War are 
mercenaries who earn 
their keep by fighting. 
They fight for heroic 
causes, for adventure and 
most importantly for cash. 
Dogs of War will hire 
themssives out to almost 
any amy or leader who 
can afford to pay their 
exorbitant fees, and can 
even be used to form 
mercenary armies in their 
‘own right. 


‘of War amy march o batle, led by « mercenary geraral and Luerazaia 
nnn, a mysterious and aluring orcetess and polsoner (alee!) 


Warhammer Armies Dogs o! War Catrazza, Long Drong’s. Slayer 


details fifteen Regiments of — Plraies and the fearsome Golglay's 
Renown — some of the mos! Ogres. 

Infamous and bloodthirsty . 
mercenary bands in the Ol) — Regmenis of Renown can be hired 


Individually as mercenanes for other 
armies of you can form an entire 
army complete with morcenary 


Works. Each regiment has one oF 
more character as Its leader, 


Captain Luka Sragonca, eacer some Simple champions, ethers : 
asia i i some simple champions, cher: ral and 2 payaso guard 
heaviy armoured hired along with the regiment —1@ army's. pay chest (a. rathor 


imen who speci 


These include the Marksmen of MmPortant iter) 


Miragliano, the Biramen ol Dogs of War is out next month 


CONSTRUCTION 
COMPLETE 


Imperial engineers have completed 
construction of a mighty castle, ordered 
by Emperor Karl Franz to defend the 
northern borders of the Empire. It has 
taken over a year to build, using stone 
from three separate principalities, 
The long awaited Mighty Fortress Is out In the 
shops this month — and itis huge! We actualy 
fad 1 dasign a n ica the sae of aur Bg 
ard plastic, with al the 
jc medels, includes 
ur towers and & gatehouse. It perfect fr 
ew Warhammer Siege rue 


This month's Warhammer releases: 


i700 


ammer 40,000 releases: 


This monin’s Wa 
SPACE MARINES 


ot EPIC 40,000 F 


This month's Epic 40,000 release: 
ELDAR 


— 
JNECRO! 


This montr’s Necromunda releases: 


This month from the Black Libary 


NEW KID 
ON THE BLOCK 


NEW FIGURE DESIGNER FROM 
OVER THE BIG POND 


Chris FitzPatrick is the latest. 
addition to the Citadel 
Miniature Design 
Team. He has 
already 
produced 

some stunning 
figures, 
including the 
Dark Elf Hag Queen 
below, and Luerezzia 
Belladonna, a 
‘special character 
from the new 
Dogs of War 
army book. 


He has also designed a 
numberof other 
mercenary characters 
along with the High Elt 
hereon the opposite 
page. 

Chis started at Games 
Werkshop in January and 
previously worked 
designing figures for 
various comparies in 
Amerios (including Ral 


Partha), He has played 
Warhammer 

has jusi started an Orc 
waiband 


Morahem, 


Damned campaign 


A TIME FOR HEROES... 


FROM THE FAR CORNERS OF THE OLD WORLD, MIGHTY 
HEROES STRIDE FORTH TO LEAD ARMIES TO VICTORY; 


Many of us started reading White Dvart when we 
wore a lot younger, but Hanry Murphy started at he 
tender age of iirtesn weeks! 


Teemarc Wer Finer 


Each of these heroes makes an ideal champion 
oF hero for their respective armies. in fact, why 

fot invent your own special characters based 

on the figures. The Witch Hunter, for 
example, might hate all enemy Wizards. 


Puerco | 


SPACE dei WRECKAGE 


GW NOTTINGHAM EXHIBITION CENTRE 


museEUM 


NOTTINGHAM HQ STORE 


SS QUICKIES 


+ Jorvie Johneon hae bean converting 
i th ules of Oungeonbow' for use with 

=% va iva bs ; the new Blood Bow! system, This 
<i Te eller , means, yes, fantasy fooball ina 
dungeon, ccmplete wih rope bridges 

‘and it raps. Look out fr this coal naw 


J 
Warhammer 40,000 | j,i: 27 em ome 
Summer Madness! ‘ ys 


(On the weekend of 1st and 2nd August every Gamies Workshop store hice ae pass 
nthe UK willbe having a massive 40K sale. There'll be loads af crazy | Pavers bowed se. These should have 
deals on Warhammer 40,000 games, books and supplements for you | Morrison, Sony chaps! ee 
'o take advantage of (hurrah). 


+ Oopst Last issue we inadveriently 
Credited Dane Ardrews with the Epic 


+ We would lke to apologise 10 all 
So strap on your power armour and head to your locel store for soma | American gamers for sending Pau’ 
of the best deals on Warhammer 40,000 ever seen! Sawyer to US Games Day, 


SPACE Srvibblings 
BATTLES from the 


NEW CONFLICT RAGES een 
cei sax | ACB Bibtary 
huge battleships and cruisers WARHAMMER MONTHLY than the 
have cient and the conflict is | READER WINS ARTWORK legendary . 

Way and Debbie Gallagher. 


18k at tha baginring of thie 


Andy Chambers is feverishly warking on | Yea" we gave away a free special 


anew space ship combat game. Youcan | edition of the awesome new 
2nd jour iperlal Dauntess cass | Warhammer Monthly comic. Well, FINAL EPISODE OF TITAN 
ight cruisers to attack a monstrous | the nice guys from ihe Black This monih’s action-packed issue 


Chaos Desolator class battleship, | Library ran a competition to win of Warhammer Monthly sees the 


Skirting planets, asteroid fields and dust | the actual colour cover amtwork final episode of the awe-inspiring 
clouds. from that special Issue 0 of the Titan comic strip. Our hero 

ie be ‘ubishing | come and this month we can Princeps Hekste is brought before 
And the bast news is wellbe publishing | Srouaiy announce the winner, the Magos, to lace grave charges 


Andy/s ‘working version’ of the rules in 


(mite Dwar so youcan try them out fr | Wilam Garsochan of String, (need i fours cul Heda wt 


Scotand wins the pictur be sentenced to death! Find out 
and framed and ever the outeame in Warhammer 
‘Congratulations! Monthly issue 6. 


Wayne Reynolds, the artist ace CITADEL 
responsible for the cover, came JOURNAL COVER 


down to hand aver the painting 
andto heve alookround our plush _Th@ amazing cover for the lat 
issue of the Citadel Journal was 


new headquarters in Nottingham. 
Sent In out of the tue by GW fan 


Suitably inspired by the 
splendours of the Games Martin Hanford from Ledbury. We 
Workshop museum and with a Were 50 impressed by Martin's 

work that we snapped his ace 


pint of Bugman's als in his bolly 
Wayne departed back to Yorkshire picture of a Freebooler Pirate 
Kaptin to use on the very nex! 


Teady to tackle hs next project. z ‘ 
Our spies inform us that this [ssue of te Cadet Journal Allo 
this xt goos to prove that just as 


wil pe a comic strip set 
on Nectomunda called Tha they say, the Citadel Journal rally 


Want to row what tis sal about? Ft Plodeomer writen by none other Sy gamers, for gamers. oa. 


2) 


all jenten (cle 


Sue's bad - and ne\stiack! m2 BED 


plus! da 


BLOODQUEST * DARKBLADE * ite DAEMONIFUGE I) 


ARMED § DANGEROUE pe 


— Son't miss the cetuen of the Ynderhine’s — 
__ Most dangerous bounty Hunter, in the lntest tsouc 
of Warhammer Monthly the all-action comic 


SIEGEWORKS — 


By Nigel Stillman & Tuomas Pi 


yen 


i he Warbammer world bas seen countless sieges and these desperate battles I 
have made many a castle famous for their rugged defence and heroic 
defenders, but many others bave fallen in the bitter struggle against their 
enemies. With the release of the new Warhammer Siege supplement, the = 
awesome new plastic Warbammer Fortress and the Siege Defenders and 
Attackers boxed sets, you can now fight out these bitter battles on the ramparts 

of castles throughout the Old World. 


From the fortified ity of Praag in the arth 10 the disunt Warhammer Slog includes ules for walls, towers, gates nd 
Citadel of Dusk in the far south, mighty castles and friesses siege equipment such as sioge towers and caulirons of 
ominate the ards Warhomner boiling cil, An extensive colar midelling section contain 


hints and tips for maki 


The very names of these forteses are the stull of legends Son on eee 


Karuz-a-Karak, the Fortreys of Dawn, Cripple Peak, Ghrond ‘OWE amering rats fades a Serge Sage ety 
tin Noh Tower tes Grin Gite tat Dnt Cale are AB a8 all i were ght book lo cone & 
famed theaughout every lund. With w copy of the Warhammer UMPEF of Scenarios created ab tiers 


me andthe witional rules within the Warhammer Siege fn fact, Warhammer Sipe is so crammed full of rules 
oh. you can lay siege Ao a foress. baer down is walls examples of castles and scenarios, it was impossible w fi 
and iver oF fight ff attacker in 4 Valiant detene cverything in, So, exchisive lo White Doe, here are the 


rules forthe oldest of all defences ~ moa, 


‘WARHAMMER SIEGE - MOATS 
Daring the development of Warharumer Siege We came up 
with many su The best of 
these jieas are incorporated in he core rules, bul there were 
plenty which were not use hecause they were tna 
‘complicit, 190 difficult 10 use i 4 table-top gums. a just 
too wacky! One of there ideas was using moun and we've 
decided 10 publish the rules in White Dwarf, along with 


ructens on how to model your own rmonts ane dies 


[Nove tha these rules are no official, so you should age 
beforehand wih yoar opponent iF you wish to use mas 
Your games, Maats make the castle more difiewt wo capt 
Drownting & unique challenge for Warhammer generals and 


The opportunity for ally exe 


USING MOATS IN WARHAMMER SIEGE 
Moats ar only use for the Final Axsaily senate of the 
‘Siege campaign. 1a case iy defended hy # moa, the the 
Besieger is allowed to have 15% more oops than not, 
So, if the besieger normully had 2.000 points of cops. be 
<u pick 2,300 pints of troops ifthe ease were patested 
by 4 moat, He also has one additional turn W conguer the 
caste (ie § Insead of 7), 


Moats are impossible 1» cross, and even models whish 
Hormally can cross water without penalty (sich as 
LLzardman Skinks) may not cross moats because the 
defender has andoubtedly posed the water oe filled 1 
i encircle the entre castle, 40 

adele! envugh sections 


with dangerous creatures, Mo 
you need to be sure that you have 
to go round 

Ifthe case is protected by & moat the Besioge is allowed 
Yo equip hs units wih fascines 


MAKING A FASCINE 


Te mateo fascine sin will need some balsa wood 
(atthoseh covtiai ticks, mauhatics ar even twige willbe 
‘okay, glue att aud some thin wire. 


Cat the balsa wood up into thin strips and glue them 
together nur buadle. Twist two strands of wire together 
suit locks like rope — you will need enough to go round te 
facine pwice, Wrap the pleces of wire ‘rope’ around the 
‘ste nd glue theo into place. Place the bundle to one 
side to dr 


Paint or spray the bundle black and then devbrah 
tabite Leather ante the wood. Finish off the bun 
With drvbrush of Bubonic Brown, fllowed by Bleached 
Beane on the woe and the rope, When th 
fascine is realy for use 


ola inary Your 


FASCINES 
Fascines are bundles of stakes, logs, brushwood of timber 
which ane uss to fll mouts and ditches. They ate solid 
‘noch to sustain even the weight ef war machines an See 


Any infantry uit may’ be equipped with fascins a de posts 
‘cos indicated below. ‘This poinis cost is deducted from the 
siege equipment allowance. A unit carrying fascines may not 
use missile weapens ot shies, 


A unit equippa with fascines that comes into contact with & 
‘moat may throw their fastoes nto te mask dary the han 
to-tand combat phase to crest: a corridor seross the moa, 
This corridor is. wile as the uni ef, sk tps may erase 
‘he mow using this makeshift bridge without aay moveme 
penalty, Place a piece of paper ora similar token on the mo 
to indicate the place where the fascines create a bridge across 
the water 


fa unit carrying Cixcines Nees oF f broken in hand-t-hand 
combat they will deop ther fascines These may’ be picked up 


hy any ust which comes into hase contact with them without 
any torent penalty. 


Prints ort 20 points per unit, 


Ri 

TAMM 
Avi 5 
IME 


Pi, an. > 


4 


and the 
ring rams 


ashing, aginst aplintctag 
. boiling oil raining down from the 


battlements, ard 


heroes holding the il 
breach ~ all im 


MAKING MOATS AND DITCHES 


eee 
Ar ‘or a ditch around its walls will make a fortress stronger and 

harder to capture. A moat is basically a wide ditch full of water and 
forms an extra barrier to the attackers, It makes it difficult for them to 
‘approach the walls, especially with siege towers, battering rams and 


ladder: 


A moat will also make mining operations against the walls 


difficult, if not impossible, since the mine tunnel may be flooded with 


water from the moat, 


Nhe very fist thing to do when modelling a moat or a deh 
into devide which one would uit your eastle bet, After al 

Bretonnian castes are renowned for their moats but all 

Heastmen do is dig deep ditches scout thcirstude singh 


Ditches are sunk ino the grind, so fn onder to make a ditch 
Jook convincing, the exste mode! wall ave to be raised upon 
hhyers of eandboued packaging or polyyrene. The ndvanta 

doing it this way i that you will aot need to represent water 


Amat ca be mall like a dite, painting the bottom to Look 
lke water, Butt avoid having 4 raise up the castle. ost make 
1 mt using the same methods aa river section, The simplest 
‘way to representa meat in siege game would he to surmoend 
the walls of your eastle with river sections. 


If you are going fo surround your ease with a moat or a ditch 

yon will obviously need to make a bridge ve causeway in front 

Of the gates 40 that oops ean go in and out, The simplest 
at is just so make gap in the dit oF moat, thereby 

freating 4 causeway. IF you opt for a bridge, yeu 

fixed bridge ofa drawhridge, which can be raised up. Uf youopt 

for a draworidge, thea the moa of ditch ean be continuous 


‘TERRAIN FEATURES 

Thee are 10 ways of modeling a dich oF moat around the 
castle: you could either mount the entire modet or each seston 
‘of ito a hase hoard, including the dich ce moat in front of the 
walls, oF make separate sections of ditch or moat tobe placed in 
fran of walls. The second method 


ex Jou the opHon of ot 
including a ditch oe a moat in your ysmmesif you don't want to, 


Mounting the castle on a base board is best for represent 

‘ot the depth of 
the ditch, Amat an also be represented this way. especilly if 
you want a permanent, deep moat. HF you wan! 0 we separate 
Terrain sections, a moat is the best opsion. Whatever your 
prefered option, the teebaigues for making the dit oF moat 
ae very similar 


ied, singe the walls must be absed up rp 


MAKING A DITCH 
Ditches are male jn similar Way to moats — see the Making a 
Moot how a the The difference is that the dite 
sections are narrower andl deeper, with higher banks and, unlike 
fod, you dr not need reprever water in the bation. You 
can emblish the ditch with wooden stakes 


xt page 


around the walls 


USEFUL BUILDING MATERIALS 


Basing material: If yon want to ave the entre castle som wil need a stad) taxing material big enough to ly’ wader the 
stl un the outer moat or dtch- If yon ane opting foe separate sections then you will only need basin material for each 
Section. Thick cardboard, polistyrene shee, hick cork tle, hurdbuard, Medium Density Fibreboand (MDF) or foamboant 
how be ted. Cand will end te warp and carl, polstyrese.cark and famboard will nt be very strony. They are suitable 
for narrow moat sections but probably to weak asa base board for a bg fort model. MDF hoard wil be beter fora big 
‘have, The stronger und beter the busing manera the warer 4 le 10 eur to shape, so fe easier to tk ta simple 


rectangular shapes and get them cat tsce inet hardware store. 


‘Thick packaging card, polystyrene shee o tiles: You will need these 0 mise up the caste and 0 provide deep lasers ro ut 
ints forthe ditch, Ufyouune making separate moat sections vou will nly need same thick cand sick as corzuated cardboard 
‘rpolytrene sheet or tiles or alternatively cork des 


Filler; This is needed to smocthe aver the layers of card, polvityrene oF whatever you use to pase Wp the walls af the caste 
‘oritcax be used is large amounts to model the banks of he ditch oF moat inelf. Plasticine, DAS, Tetrion or similar filler, 
Mond and PVA mir modelling clay are all suitable fortis job, Pastcine pened with PVA glue and sprinkied woh sand 
is probably the quickest way to get bam ether se af moat. The methed ix sinilar to making rier banks when modelling 


Paint and Varnish: Apart from the usual terrain colours, PVA glue and flock, you will mec armsh wo represen: water ify 


| fare making a moat fou only want « ditch then the bottom can be painted earth colcur of greea 1 represent yous, To 
represent de murky water of ¢ mt irs pat the area brown, dark green ar inky blue, When thx isdr, puta aver of toss 
\wrnish over tt give the reflective sheen of water 


MAKING A MOAT 


This u just one wether for making a basic mea section. 
Assia Ba your forte lx mandelled in separate wall 
Sections, ewt abuse Board the samme lengih- as a wall 
sect, Yn eo ake the meat section ger if yo 
nant allow for une or mare adjacent tower sections 


Decide how wide you want your moat section 10 be — wo 
lor thee inches i abou right, then allow’ a conpile more 
Inches for the edges of the mock, This results in base 
Irn oy 72-15 ches long and 5-6 inches wide 


Using filer plastcine polvryrene wea similar material 
ful thet bas along the long edge of th section. 
The purpose of the banks 1 realy 10 distinguish etween 
fan and water 60 they do the ame job ax om a river 
section model. The banks need not be high ar steep, and it 
should he possible fora msde ww move over them, 


lila 
Ue 


Cover the banks with flock or BVA an sand. If you ane 
icine sand. undercoat the section before Seow start any 
anting or drybrushing, 


~s 


Paint the space between the buaks 10 represent water 
‘murky brown, green or blue will do, When i's dr, paint 
fr ypray gloss warms over the water part, You can add 
feeds, which can the made from yard brush Briss, 
Mating debris an soon for effect 


A wrlation of the basle moar section would be an 
L-shaped comer section to enable the motto ru around 
the ouside comer ofa fortess. an a section 10 yo in 
rot ofthe gate with ether caueway ora bridge, unless 
the castle equipped witha drawbriie. 


Instead of « deep wawr meat You could make @ marshy 


nied up moat, This won coun a ifficult yround end 
Would be Less ofan obstacle 


—— 


A ecto of eastle modo ers of poston 


ANADVANCED PROJECT 
A moe complicated approach would be to rout the 
Complete castle moe mill rade of layers of erat 
for polystyrene (shy above and then gt 8 dich oe moa 
inthe depths of the hill all aroun the castle. This i am 
fivaneed mndsting project and would not he suiable if you 
sant Keep your east in separate sections. The advan 
is that you can wake w very realistic asthe complete with 
cs aretha is 4 major 
tae Hon, with all the 


eet moat er ditch, The disadvarta 
rmodelling project, requires w larg 
storage sind eansport problems this entails and commis you 

nly one shape of esse. IF this project anpeals, you could 
‘dor making the has of the waste complete ith 
lich hut with detachable wall and tower sec 
placed on tp oF the cunt 


THE REALLY SIMPLE METHOD. 
Find whase board whieh fs larger than your assembled castle 
rmodel, with enough extra bur outside the walls allow for 
‘moat. Pai the entire boul green, except For a2 0 3 inch 
tind representing the moat. Paint this a murky water colour 
and glass varnish the water part wbn the paint isd. When 
the vanish is completly dry, paint PVA over the dry land 
prt of the bis boon! and sprinkle with flack. When the 
‘whole dhing is dry place the castle in the mle, 


BRIDGES 
i nish the model the moat nessa crossing point — afer 
il, the defenders need 0 eros the ment ia tines of peace or 
to sally out against the attacker in unes of war 


A drwotia 


fs technica 


Aiticult to tke, expecially if 
want it 10 Work, and is a modelling project its wn 
fH bes ache spar oF the lager projet of aking 
Ue galchouse since it i difficult w aad a drawbridge 10 a 
fompleted model beciuse OF the need for a ising and 
lowering mechanism, 


An easier solution is wo plaice a bridge across the moat 
‘A simple log oF plank bridge mad of balsa woud strips oF 
Adoweling i easy to make ani cum be a separate item which is 
4st balanced across the moat or the ditch. When the castle i 
brsiegod, the defender) ean et ite to the bridge, preventing 
te enemy fiom using 1 4 cr09s the moat 


“That's al for now. Watch out for more Siegeworke articles in 
at White Dwar 


future issue 


WARHAMMER 


“The Legion of the Damned are an enigmatic force that appear as if 


from nowhere to help defeat the foes of the Imperium, That they were 

mM - ‘once Space Marines there is no doubt, though which Chapter they 
od belonged to no-one now knows — apart from the Legionnaires 
themselves, and they are not saying. Whatever their past, they are 

> now vengeful and merciless destroyers that strike without warning, 
leaving only death and destruction in their wake. Their work done 

they disappear once more, leaving no clue as to their nature, other 


Pema than the devastating result of their battlecraft. 
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ane lock rest and are nice ar easy to paint ~apart 
boulder pads. a least, This 
being the ease, when Gordon Davi 
how about you write a Legion O” the Damn 
|e hardy eis 


pots, They a emu 
annoured suppor, as ¥ thought that 
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© Legion of the Damned Army List @ 


of those 
1 wowhere and 
Imperiun, 


otter Space 
armies, and really is more suited 
in small games.and specisl, 


The Army 
When you choose a Leiion of the 
Dated a 


you ean spend your 
points on three categories of troops: Characters, Squads, i 
Support, ¥ 

wp & 
“These limitaions are 


nd 


oF she army’s pos on suppor. The 
lis deseribes support vehicles and 
f the Damn armies. 


ned (0 ensue aries are reasonably 
tulanced and don’t consis entirely of character models 
‘tanks 


‘hice and 
‘Milenio tapplamce 
so indicate he point 


be spent on cach category is 
ed imimadintely be 


alles forthe dliforan 


us of vehicle, although these are 
Jon the lists for your convenience 


include Dreadnoughis of vehicles (apart fom bikes) 
the aemy must include at east one Techimarine 


Captis for ary far example 


Characters 
You are fr 


Legion of the Dati 


may not include Servitors and 
therefore can't hive supp weapons, What hashappened the 


Arnty ¢ explained below vit 
The point fF characters the value of the 
Sbae i ae il W dh, The pins of e Damned armies may not have allies. They either 


jon the Wargear list hich 
ref mah ray The plats 
indicated on the cards themse 


mall ale foree fot anetbietaey, oF a a st 
contained army made up entirely of Legion of the Damned 
uni 


flea ans ary I ety Special 
Army € 
as 1 Legon af the Dane army ist be led by ‘main 


ander 


y's poitts must be spent on sjunis. character Sengeant 
‘ical and Devastator squads Centarivs. Your 


tin the army lists. However, they army inay inelade 
al squads of five men each before this character if 
squad you wish 


Legion of the Damned Special Rules 
The following ypecal eles apply to all nity and characters in 


jo of the Damned ary 


Leadership 
‘The Legion of the Damned ill always lgnore any Leadership 
tes it sealed upon to mabe. They cannot therefore be broken, 


Fear 
The Legion of the Dummned cause fear as described i the 
the Warhammer 40,000 rulebook 


Space Marines 
The Legon of the Damaed are Space Marines and the usual 
opi Five snd Shaken ralos apply ( net 


tht they need the 


of course, bu | fke to be complete) 


‘Where They Come From Nobody Knows... 
The Legion of the Banned have 4 reputation for appearing 

issppearing after a battle equally as 
represent this. any Legion of the Damned units 
for models riding on 
veticles 0 pags 
Of the Warhammer 40,000 Wargear book. Unis tekporting 1 
thebatield must do soon the firs Legion of the Damned tar 
ofthe bile —they’ may not delay enury tlle, Legion of the 
Damned units may teleport away front the battfield also, as 
described in the rues fo eleporting, but they do so then al 
tunis capable of teleportiag mist leave 4's none oral 10 hal! 
measures! Note that ( does got cost any addtional points to 
teleport Legion of the Dazed units into bate. 


suddenly and 

inynerously. 

and characters apart fom vehich 
cs) my teleport nko bat as deserbed 


Early Plasma Weapons 
Lepoa of the Damned models se an irl typeof las 
sap ding bat th ime the Horus Heresy, At the sie 
Frey pew eapon echodlogy Wak a8 
us pase in it development. The asa 


of the Hor 
unstable and dy 
funy and pistols whlch sould be carried and used by Space 
Marine in power annour were prone to overheating and faking 
energised phasis ant their un 


tunate users. Nonetheless th 
devastatny power of plasma weaponry made i 196 potent to 
fhundon and many Legions uuised 11 ina timed axon 
yay I time these early weapons were superyeded by safer 
Ind more sophisticated lama Weapons. bul for some Feason 


these mare ier weapons ate nut used hy’ the Legion of the 
Damned, 


Special Rules 

Lesion of the Damned Space Marines may only’ use plasina 
pistols, plasma puns, plasma missiles url grenades, The heavy 
Pissma gun i limited to being mourted on daeadnwughts, 
‘chicks and fixed! defences hich can accommodate the power 


poke nnd extra coolant fies it requtes 


srenades and misiles The 


west way 19 use pl 
plvkes ad Both plasm 


Phi 
weapon 
msiles and plasms grenades were in commen use by the tine 
The heres). Because of this plasina grenades and missiles 

ts nthe Warhammer 40,000 Wargesr 


follow the same rule 
tro, 

Plasma guns and pistols: The early versions of these weapemns 
sulfered dangerous overheating ane occasional melilowns bat 
they benef from fe, This meats that early 
ns and pistols ot nee to take a turn to recharge 


plasma 


Tike normal plasma weapons, However when you rll the 
Sistuined Fie dice foran early plasma gun or pistol ard g 
jam resi something hus gone wrong. Place a jam marker next 
{othe firing mdel and reroll he Sestained Fire dice, looking wp 
the result on the tale below. 


Dice roll Result 

Mattdownt The weapon is destroyed ws it explodes 

with the same effet asa plasma grenade centred on 

the fring model 

3 Plasma leak. The fring model sutfers a $6 bit 
casing 1 wound with 3 save modifier Once the hit 
has heen resolve the leah stops, leaving the weapon 


mrmed as noted below 
Severe overheating, The firing mel suffers S4 hit 
casing | wound with 2-2 
is also jared as noted helow: 
1 Oyerneating, The feiiy wodel suffers a $2 ait 
ceasing | wound with t-1 save moifier The weapon 
is also jammed a noted below 


ase modifiet The weapon 


The effcets of the overheating oF meltdown ate instantaneous 
the move! has no way of avoiding the ft other than hoping that 
fs Toughness anatmcur protest. Because te lected mel 
isholding the weapon whee it misbehaves, saving throws for 
shields or fields donot apply agains. hits from a mist 
plasma weapon, Note that 99 matter what i rolled an the dice 
the weapon tals jammed unt the model elears it during ts 
ext shooting phase (for mere deals on jammed weapemns see 
ppge 39 of the Warhammer 80,009 rulebook) 


‘Close Combat 
arly plasm pitols may be wed in clore combat but the 
‘chines of a dangerous «verload building up ta a despenite 
hund-to-han fight ure greatly increased. No Sustained Fire dice 
ane rolled in cle combat $0 instead ench attck dice which 

1 roll of 1) has the same effect as rolling w jam 
ned Fire dice when you are shooting 


‘The Wargear Lists 
that adelsmay be equipped with ror: weapons wage 
efor the aay fot The Warges ss ddd ino differ 


example a model may only ever cumy a single heavy 
\eapea. th additan, not all Weapons or equipment ate available 

Jo catty 
‘on the 


io all troops for example characters are nc permite 
heavy weapons. These restrictions are all indicates 
Wargca lst 


The Wargear Cards 
Chara 
‘squipment in the form of Wargear ears. The number of 
AWargear cans character it allowed to cary #8 andieatd i the 
cniry (or tha character. The points values of Wargear cad is 
Fncluded on the cards theme! 


F minlels. are allowed 


arry special ems of 


‘Wargear cards are included tn the Warharnmer 40,000 g 
and many more can he found in the Dark Millennium 
supplement Further examples are prised occasienlly in White 
Dwarf muguzine and other Warhammer 40,00 Coes books 
Note that the number of Wargear cards of & particular type 1s 
deliberately intended to restric the number of stich ites 
tvailable in an army, When choosing your army you cannot 
allocate « Wargeat card more than once, This does not affect 


ws perietly 
have the same ilem. Note also that some Wi 


ae 


nen set of acd, 90 it 


ken, who presumably has ti 
ossible for individual models on opposing sides to 


themselves. Other items can be used once only, and must then 
bre discandeu 


 Wargear List + 


‘he following charts lst adtional Wargcat that may be-carid by Legion of the Damned charac 
ne casts themselves No 


Iyuinaions 4s to avaitbiity a iste 


ads ~ Use items are ailable vote Space Marines much more realy than to some otbet ares, ence they are 
Tnclided ay wargeue which cin be parcsed. Such sms ate nok Wanye eards aad do aot affect a character's aby” 


any ofiee equipment inthe fon of Wager cards 


to 
te payed foe fil aden cost shown belo, 


Assault Weapon, 


Assault Weapeins mye éarie by moiels indented in 


‘the list and each made! may cary am unlimited aumber 
Axe See 

Chuinswor “ 2 

Poweraxe 7 

Power fst w 

Bolt pati 5 

Hod ik 1 

‘Mk 1 Plasma piv - 5 

Special Weapons 


Special wexpony 
the Us, model ma 


Boltgun, . 3 
Flames » 
Metuxsun = 


MET Pass pam & 


Heavy Weapons 
Heavy weapons ms be serie by snl inated 
Ae army Nie Ut character ols muy not cary 
bad nese Te A ot aay carey Gly 8 
‘ingle heayy weapon, 


™ 
di in 

% 

Missile Yaunchor with fray and kak missiles... 35 
‘Extra io include ant-plant sien or the above. 45 
Ft ig Ue plsise minis for tho uboye +8 


final equiphes) from Wis. Ti cise any stil oF replacement eqipmit hal i taken mast 


snades : 
‘The fallovine grenales may beeunied byany character 
‘lode as indicated in the lists: Grenades are not 
availabe wo other models except where Une) are ile 

ear wits the Hiss themselves; A. model aay 
farey any muinbet of these grenade types, A°medel 
carrying one or mate ofthe Following erenade types is 

ed wo have sufficient in vidual renades to last for 
the daratlon of fh bile 


Frag renades 


Krak gros v3 
fd i 
Pisa grenades 3 
Dreadnought Weapons 

Disoughininy Ge arid wi sd Ot he 


following weapons, Note Ut thiy ist includes some 
‘weaponcy not avallale on sancard ols, but which in 

ied here for the benefit of modellers and vanvertrs 
ihe lst below is diferent.o and replsces the 
fone flue on the Imperial Deeadaoupht datafax, Al 
Dreadnought weapons have targets, 


“win Linked Hay Bote 20 
win Linked Ao-cannon ro 
Mé I Heavy Pisa Gun. > 40 
Twin Lidhid Lascanton on $s 
Power Fist With Baile bf Sone. is 
ste Lanichee5Wih hag & Aral mses 3 
Heavy Flamer with ban sm bolior % 
Mollet 60s eens 9% 
Assit C490 eG aera OS 


These wespone ate only rarely wied on Levion OF The 
‘Danse Dreadaongits, and that points vole as bec 
Increased reflect tis. 


x 
98 
2 
Ss 


Li Acrmp » Selection ” 


Characters 25% Upto aquatier of the points value the trmy may'be chosen from the Chanicters section 
ot the anny: 


Sauads 80%+ Atleast a quirct of thé points value ofthe ary must be chosen fn the Squads tectiét 
fof the tit, You may spend more-than, 25% of your points on squad if you wish 


Support 25% Up» aque the pint alco dhe ey say be chose he Supt nection of 
the wer Tis 


0-1 Legion of the Damned 0-1 Company Icon .... 85 points 
Commander 200 Points The Leg 
he 


on of the Dama amy may include one Compan 


WEAPONS, 
ARMOUR. P x 
WARGEAR, The Ieon Beaver may 
The Ivon Bearer may be given uti 
Special We 


pp to | Wargear card 


SPECIAL. Any enn within 12" 0 
the leon hearer mus! reduce their Leadceship value by 1 poiat 


Troop Type MWS BS 


om 


The oat tel of ont Sul ll 


WEAPONS, Hot pistol und fag gr | eat oer ind 
ARMOUR. Poser armour (34 58 Nl ie ary pias | 


jivaiing sarin 


WARGEAR. The Commander may have ypto 3 Wargsat 


ection of he Wargear ist , 0-1 Chaplain 170 points 


one Chaplain 
STRATEGY. The Commander has w Strategy Rating of 6 
Tooptype MWSBS S T W 


WEAPONS. Bolt em 
ARMOUR. Power a 
AR. A Chaplain has a 

save). The 


atthe W 
The Chaplain may re a bik 


240 points 


0-1 Librarian 


Tooptype M ows 8S 5 T WI A Ld 


WEAPONS. Bolt pistol and frag eren 
ARMOUR. 
WARGEAR, Th 
The Lai 


the Assault Weapon 
the Wage li 


Litearian may have up to 4 Wargear card 


Special Weapons and Grenades sections 


SPECIAL. The Libranan fs 
Liarian and Adepius paychic po 
Techmarine 


a psychic fevel 4. He may use 


50 points 


WEAPONS, Holt pistol and fe 
ARMOUR, Power armour ( 
WARGEAR, he Teebmarine may has 


the Techimarine may’ be give 
from the Assault Weapons 


SPECIAL 
hice 


Assault Squad . 390 points 


Assault squads are equipped with close quarter weapons such as 
pistol aaa! chainswords, Note that Legion of the Damned 
ul sams may rot have jump pach 


roop Type 


SQUAD. ‘The squad consis of | Space Marine Sergeant and 


» Space Mic 
WEAPONS. 


ARMOUR. F 
WARGEAR. An 


oven fromm the A tion ofthe Wargear I 
" ih. weapon elven from 

" Wargeat lst 

he emi squad may be-eysipped with bind wrenaes atm cost 

20 points and may also be equipped with mea bombs st a 


390 points 


Tnajvty of Legion of the Danined 


Tactical Squad 


nd tactically 


Troop Type M WS BS S 


SQUAD, The squad eons ant and 9 
Space Mine 

WEAPONS, Bolice bolt 
ARMOUR. Power sour 


WARGEAR. | 


of | Space Marine Se 


upe relace 
from the Special Weapons sexton oft 
ine Sergeant tay he equipped with addtional 


Weapon: 


Wargear lst 


Devastator Squad 


.. 390 points 


SQUAD. The 
Spice Moti 


quod consists of 1 Space Marine Sergeant nl 9 


WEAPONS, Bolter, bol pistol and frag grenade, 
ARMOUR. Power armow: (3+ se) 


WARGEAR. Up 4 
veapon chosen 


Hay 


Weapons section of the Wage His 


The Space Marine Sergent may be equiped with adsional 
Warear ist 
Bike 
Squadron .... 60 points per mode! 


The Legion of the Damn ot Bike 


make extensive. use 


SQUAD. The squainn consist of 3 

Spore Matine Spoce Mezine bik 

WEAPONS, Eich bike is fitted with (win Tink holies with + 
Space Mati 


oof the Damned 
larger, Enc rider is armed with a ot pistol and 
frag erenaes 

ARMOUR, Power arm 
WARGEAR, 


Any mixlel may be equipped with addtional 
ns chosen from the Avsuult Wespons section of the 
Wargear Ist 9 mextes may be equipped with & Weapon 
chosen from the S 


pio 
tion ofthe Wargeat ist. 


ial Weapons 
om may be 
J and ean alia bs 


Dreadnought .... . 115 points 
+ weapons 


Techiatine i onder to have any Dread 


WEAPONS, A Dreadnought may carry any tw9 ofthe weapon 
for weapons combinations, indicated inthe Dreadnoughy 


Dreadnowght may he fied with 
des at cost of 5 points 


OPTIONS. 


Rhino 
The Legion of the Damned 
Techmarine in order to huve any. Ri 
tisiquioas Space Manne vehicle tum 


56 points 
army must ca es ne 


Chapter armouries throu any. Ih is alo the bass for 


aris und field conversions 


CREW, One Space Marine drive 
WEAFONS, twin-linked tolters wit targeter. tn addition, the 
tkiver is armed with a bol isto, 


ARMOUR. The driver wears power amour (3+ save), 


TRANSPORT, The Keine 
Shace Maines 


OPTIONS, The Rhino may be fited with auto-launchers with 


fray or blind rend at an additional cast of +5 pois, 


Land Speeder 160 points 


der to have ay ated speeder on 


fas-atick vehicle powered by a gravtic reaction moter 


CREW. One Space Marne driver and one Space Marine punner: 


WEAPONS. Heavy’ flame 


and ml-meta with targets, In 
crow are armed with bol: pital Ether crew may 
nthe Assault Weapons or 


be given additional weapons chosen fr 


ARMOUR, Both crew wea power armour (3+ save) 


Attack Bike 120 points 


The Legion rust include at least one 


Mf tke. Dane 


stove any stack bikes, 


CREW, One Space Marine driver aud one Space Marine gunner 


WEAPONS, Twin-liked bolle and multi-mela, both with 
ters, In addition, hoth erew uee armed with bol pisiol 


rer ere mayb 
Assauh Weap 
Tet 


or Special Weapons sections af the Warpear 


sitional weapons. chosen from the 


ARMOUR. Both crew wear power armour [3+ save) 


longer available, butyou can convert 
2 'standand' Legion af the Darnned sergeant to represent him, 


hat repre 


not display a 


Free! 


Marines, 


ratk or 


molt of death 


heleved 


mbols of 
however 1 
tha Centuri 


marked out from 
‘ther Legionanires by 


ull tht he 


rgeunt Centurius was 


him may replace the 


Marine 


WEAPONS, Hol pistol, chainswerd ad fra 
ARMOUR. Poser attmvur (3+ sae 

WARGEAR. Animus Mi 
SPECIAL. Ceruurius is special character and must be taken 


ribed abive (you enty nol change wr ad! to bis 


feuipment or wargear 
The Animus Malonum ican ancient rele tk 
whose eyes blave with keht when its power i unleashed 


g the forma skull 


Dut 
may use between | and 3 Fi 


ne Psychic phase the power of the Anita 
single Hive enemy model within 


wor the skull Ro 


feds 10 


6 for every Fone cart 
tanget’s Lal wale then its sca suc 
toe! Is dead regitdless of wourdly or armour. LC the target is 


killed then you may resurrect a dead Legion of the Damned 
model, place within normal unit coherency, This may not be 
ised fo mcresse the unit heyond its orignal size. The power of 
the skull may he nullified ke a psychic power, quiring a 4+ 
tosuccessfully nuliy 


Danifed Communder is = 
fairly easy, but yer y 
sting eonversion and in 

coils Yom Wat 6. fave.» 


0, here's how we didi 


We used the follawing 


componeats in our 


Legion of the Damned 
Commander Conversion 
‘Tig Best! (ono te | EE 
, 


Space Marine Chaplain 4 (Cato, G1GHDS108), 
IChacter Argh Some 


Sprue~ you'll ned the power sword 


Close Com 
1 Lagion of the Darnned shoulder pad 
1 Legion of thé Darnied ckpack 


Cut ihe Chaplain’s Crozing of were it meet the ha 
ani replace st with the poyer sword. Then luc a 

Legion of the Damned, shoulder 
ppd offo one of the plastic arms 
‘and ada bolt gunThen sticoths 
sam to the Chaplain’s boy, Ail 
that remains 10 Fish 
Convenion to glueia Legi@hsef 
the Damned backpack tht 
Chaplain. Your Lepon, of the 
Dumed Commander it now ready 
fue you 10 paint 


Wit Rom, PERI 
im outlaws J 

gece eeucure, eM 4 

Stores say 

moaerorowe | 
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Timenoione WITH. 


TOWER AND WiVERTE THe 


ORDHEIM 
CITY OF THE DAMNED 


By Tuomas Pirinen. With art by John Wigley. 
ast issue I discussed the background and development of 
Mordheim, the City of the Damned, which is the setting of our 
fledgling Warhammer Skirmish game, In this issue we present the 

rules for playing small scale skirmish games in the Warhammer world, 
Note that the rules which follow are still at the development stage, and 

cnt Prien therefore are neither complete or set in stone. Your comments on the 
article are therefore most welcome! 


points per side, These forces work best when led by a 


mmodet chinacter Uke # chiciplon, and, they should 
fo print the entire Skirmish rules all at once in White Include very few, any, magic tems or wizards 
ar would take up far to0 much space, What follows is You may simply play a steaight battle to see which side is 


therefore only the core of these mules, We are KOINE LO ped out, but Mis far more entertaining f you develop 


aupment nthe peoming sues of White Dwar but Seek hidden rede, ambush your enemies OF OCCUPY 4 
these rules should allow you to start playing straight — puiding, 1 shall introduce some scenarios in future 
away, The rules work best with modest forces, say 250 ‘ 


@ MIDDENHEIM® 


Middeuboimn te the city of Ulric, the god! of wolves 


winter and battles. Middenbeimers are large men 
muscular and beary-boned, who grow. tone 
unkempt batr and impressive sbaggy beards. They 
dare big of stature, burly and broad shouldered, with 
{in the face of danger In battle Middenbetmers wield 
large hammers. The strongest of them prefer buge J 
doublebundded barmers, masstve weapons whieh 

can easily break apart armour and smash bones 10 
powder 

The warriors of Mideenbeim wear woljeloaks over 


their armour Young men must kill wolf whth thetr 
hare hands if they wish 10 wear a wolfeloal, ax the 4 


yod Uric will not folerate cowards. The men of | 
Middeabeun scorn belmets and mock warriors who) 
tse them. ) 


GETTING STARTED 


When you start playing you ean determine who has the 
first turn, what senery you use and $9 forth by using the 
Warhammer rules or by agresing with your opponent 
beforehand, 


TW play a Wachammer Stirmish, you'll need tn be familiar 
with the Warhammer game. All the rules given in the 
Wirhammer Rulebook apply, with che following 
modifications: 


WARBANDS 
During the game you tke command of a warband of 
‘witriors. YOUF opponent commands a rival warband, 
your deadly opponents in the forthcoming conflict 


PHASES 


To keep tick uf who's doing what and when, your turn, 
{s divided into four distinct phases as follows, 


THE TURN SEQUENCE 
1 RECOVERY During the Recovery 
phase you may 
recover models which 
are knocked down or 
stunned. 


2 MOVEMENT During the Movement 
phase you may move 
the warriors of your 

vyarband according 1, 


the rules. 


3 SHOOTING In the Shooting phase 
you may shoot with 
any appropriate 
‘weapons as described 
in the rules for 
shooting. 


During the Hand-to. 
Hand Combat phase 
all models that 
charged in the 
Movement phase or 
‘were stil locked in 
hand-to-hand combat 
from the previous 
turn may fight. Nowe 
that both sides fight 
in the Hand-to- 

Hand Combat phase 
regardless of whose 
turn it. 


RECOVERY PHASE 
During the Kecovery phase you may turn over models 
which have been stunned and are lying face down, and 
You may stand uy meelels which have been knocked 
down and are lying fuce up (see below for the 
descriptions of knocked down and stunned warricr), 


MOVEMENT 


Movement is done in the following order: 


1 CHARGES: Ifyou want a model to change 
at-an enemy and attack him 
(or it) in handtohand 
combat, then you must do this 
before moving any other 
models. When you charge you 
must declare to your 
opponent you are charging 
and indicate which enemy 
model you are aracking, 


2 REMAINING MOVES Once you have moved your 
chargers, you may move the 
rest of Your warriors 2% you 


see fit 


MOVING 


During their Movement phase models can move up to 
their Move, rate in inches in any direction. Each model is 
an individual and can. move freely around the batletield 
just like independent characters in Warhammer, 


During the Movement phase you may move up and 
down ladders and stuies, over low obstacles such as 
barrels, boxes, and so on, 


RUNNING 


‘The normal Movement value of models represents a 
warrior moving.at a fuely rapid rate but allowing time to 
aim and shoot weapons and generally observe what is 
going on around him, If you wish, a model may move 
‘mich quicker than this — he ean fun! A running warrior 
can move at double speed; 8" rather than 4", for 
feximple. A Warrior may not run if atthe be 

‘Movement phase, there is an enemy within 
Running models may not move up ladders or climb over 
obstacles 


Arrunning model loses his chance to shoot in the turn, 
He is concentrating on running and is not prepared to 
fight, having sheathed or shouldered his weapons. You 
should «kelare that models are ranping as they move, as 
this will remind both players that the model is unable to 
shoot that turn, 


CHARGE! 
Ifyou wish a model io engige the enemy in hand-to- 
hand combat then you must declare and make a special 
move eailed a charge. Witheut measuring the distance 
declare that you are charging and indicate which enemy 
model you wish to attack. 4 model may only change an 
‘enemy that i has a ine of sight fo (in other words you. 
cannot charge an enemy you cannot sec), Unlike the 


@ REIKLAND @ 


Keikland is the beart of the Empire. The prowl 
Beiklunders bold the military traditions of their 
forefathers in bleh, esteem, and even the toultest 
mercenary bands are dlsctplined ancl well 
equipped. Reiklanders take good care of their 
‘armour ond equipment, and march to batile in 
biciplind ranks 


Reikianders prefer balberds and swords as thelr 
main equipment and tend to woar breastplates anal 
Plumed helmets, ‘The captains of Reskleanct 
mercenaries are often adventurous nobles, ened 
‘Wer silken clotbes of hlue, wibite and red 


Nimost 10 at man, Reiklanders sport smart, military 
twaawed mustaches, with their clean sbaven lantern 
jaues futtiig forward. Their chiselled features seem 
to be carved jrom stone and thelr cheoks bear 
impressive dueling sears, more often inflicted by 
Uwir bes! friends than by the enemy, elo would be 
unlihely fo get close enough They wear tele hate 
close cropped and bristly, sos to be able to wear 
tight futtmg helmets 


‘Their plercing blue eves seem to stare into, the 
distance, bebolling victories yet to be won 


nortnal game of Warhammer, the direction a model is 
facing does not matter. Fighters are acting individually 
und may look all around them with ease. 


A charge is like a run move, at doable movement 
bar ends with the attacker touching his enemy base-t0 
base. Once opposing models are touching Bases in this 
wyay, they are engaged in hand-to-hand combat. Models 
ure also engaged in hand-to-hand combat ifseparated by 
“low wall or obstacle, where itis literally impossible for 
the bases to touch because the wall isin the way 


You may change any model within your charge reach, 
but you may not charge an enemy model ifthe route of 
your charge (which must be as straight as the scenery 


allows) takes you within 2° of another unengaged 


enemy model, that is closer than your intended taeget 
Your brave fighter will undoubtedly be intercepted if he 
simply tries to run past this enemy! You may charge up 


ladders, stairs etc, but you must pass an Initiative test to 
do $0 (roll equal to o¢ under your ton a D6, a 6 always 
falls ever if your Inivative is 6 oF higher). Ifyou fail you 
must end your movement at the bottom the stats oF 
ladder, and you may move no further that turn, 


Icean bappen that you charge towards 
vo read ecause you have miscalculated the 
distance. If this happens move your fighter only his 


normal Movement value, not doubled ~ he has lost the 
impetus when he eealises he isn't going to reach his 
‘opponent to attack. 


IPING DOWD 
Your warriors may jump down from high pi 
walkways and balconies, Take ane Initiative 
2" you jump down up t0 a maximum of 6! 


So if yn 
jump from a height of S°, oll 2 dice, If you fall any’ of 

these, the model falls down and takes 
damage uy detailed below, 


DIVING CHARGE 
You may charge troops below by diving at 
from 4 balcony or overhang etc. I 
aan enemy meclel is within 2" of the place 
where your model linds you may charge 
them. Take one Initative test for each 2 
of height you jump. from, just like 
jumping down. IF you fail any of these, 
the model falls down and takes damage 
as detailed below. Ifyou sueceed you gain, 
4-1 Strengeh bonus for each full 2" you 
jump down, and you also gain a +1 ‘to 
hit bonus during the following Hand-to- 
Hand Combat phase only 


Ifa warrior is knocked down or stunned, 
Within 1" of an edge of rool or building, 
there 6 a chance he will sip and fall off 
‘The warrior must pass an Initiative test or 
the will fall over the edge to the ground 


Models which fall take D3 hits at a 
strength equal to the distance fallen in 
inches. Falling ignores all armour saves 
but dey nor cause eric hts, 


[WARHAMMER 


@ MARIENBURG 


Marienburg ts the wealthiest city in the Empire ant 
thelr Flector Count ts backed up by the immeasurably 
ric Merchant's Gutld. Narriors from Marienburg lke 
10 flaunt their wealth they wear golden yellow silk 
shirts aud bigh boots with gold buckles, and their 
helmets often bavw outrageous plumes and feathers, 
AU Marlenburgers prefer (0 wear lots of fewellery anud 
rings. They are said t0 spend more on their apparel 
than some noblemen! 


Marienburgers use fencing swords, cudgels, band 
‘guts and pistols: and other expensive and flashy 


weapons, and trim, their armour with gold. They 
ahoays carry: their money pouches with them, even in 
hattle 


Marienburgers ure easily kdentified by thelr curled 
hair and stylishly trimmed beards, which may be 
dyed blue-black or golden yellow. Some wear ear 
rings, whlch would be none then enough to gett 
halted on sight in Reikland or Muddenheim! Despite 
their appearance the Martenburgers are rutbless 
Jsighters who svow Little mercy to toetr opivonents and 
‘are ratber good at swordplay 


SHOOTING 


During the Shooting phase of your ten, each of your 
‘warriors may shoot once with one of his weapons, This 
rmeatss you can fire a bow: shoot with a crossbow or hurl 
4 throwing knife, for example 


Work through the models one at a time. Pick which 
fighter is going to shoot, nominate his target, work out if 
hie hits the enemy and, if he does s0, any wounds or 
injuries caused, 

‘You can take shots in any order you wish, but be sure 10 


remember which models have already shot 


HITTING THE TARGET 
Use exactly the same method 10 hit your opponents as 
you would in a normal game of Warhammer. So for 
Gxample, a Warrior with Ballistic Skill of 3. wil hit tus 
enemies on a D6 roll of 4+ if no modifiers apply 


Modifiers for hard and soft cover, large targets, moving 
and shooting and so on apply, except th 

penalty for showting at 

move as individual models, 


here is 90) 
ilividual targets. as all tangets 


CLOSEST TARGET 
‘You must shoot atthe closest ene represents the 
miost immediate threat and therefore the most obvious 
target He target 
if itis easier to hit. For example, a closer targee may be 
hard to hit because i is partly obscured by caver whils a 


reves, you may shoot at a more dist 


more distant target might be in the open and therefore 
an easier shot 


RANGE 


Once you have decided 10 shoot and have chosen a 
arget you must measure to see whet 
within range 


the shot is 
jon has. a 
Warhammer 


Each type of missile we 
maximum as indicated inthe 


Rulebook 


Assuming your target is within range you can proceed 
With the shot. Ifthe target is out of range then you have 
automatically missed 


CRITICAL HITS 


I you roll 6 when rolling to wound (whether you 
using missile weapons or hand-to-hand weapons) you 
‘will cause a critical hit, Critical hits represent lueky shots 
‘or masterful strikes which give even relatively weak 
warriors a chance t9 tackle the most powerful heroes 
Roll on the Critical Mit table ta determine the damage 
caused by the hit 


@ CRITICAL HIT TABLE 


1-2. HITS WEAK SPOT ‘The attack ignores all 


The attack causes 
double the number of 
‘Wounds it would 
normally cause. Roll 
Any armour saves 
separately 


3-4 DOUBLE HIT 


STRIKE! ‘This hit ignores all 
double the number of 
Wounds it would, 
normally cause, and 
you gain +2 tw any 
injury rolls 


INJURIES 


\Wound from his toral for each Wound he suffers. So long 
as the model has at least 1 Wound remaining he may 
continue to fight 


ing Wound, 
ent of his injuries. The player 
nlicted the Wound alls a DG and consults the 


‘The force of the 
blow knocks the 
‘warrior to the 

ground, Lie the 
model face up 10 


knoeked down! 


‘The target falls to 
the ground, whi 
he lies wounded 
and bare! 


show thar the 
warrior has been 
‘stunned’ 


‘The target has be 
badly wounded 
falls to the ge 


KNOCKED DOWN 
A knocked down fighter falls to the ground either 
because oF a jarring blow he has. sustained, 
because he has slipped, or because he has 
thrown himself 0 ground 10 avoid injury Lie the 
‘model face typ to show that it is knocked down, 
The fighter cannot fight in hand-to-hand combat. 


Arthe heyinning of the warioe’s nest turn he ean 
stand up. The fighter may move at half rate 
(thoug he may not charge) and may shoot, but 
ihe ds engaged in hand-to-hand combat he may 
not move away, and he will automatically strike 
last irrespective of weapons or initiative. After 
this turn the model may fight normally even 
though it has “zeeo' Wounds left Ifthe model 
takes further wounds then call for injury ance 


Wound. 


just as af the model had just sus 


STUNNED 
When a warrior is stunned be is either badly injured or 
temporarily knocked out, Turn the model face down t0 
show that the warrior has been stunned. 8 model which 
has been stunned may do aothing but craw! 2° in the 
Movement phase. The moxlel may be turned over in the 
Recovery phase, and the model is then treated as 
knocked down, 


OUT OF ACTION 
uC of action indicates that the warrior Is out of the 
combat and also cut of the game. Remove the moxlel 
from the tablet 


MULTIPLE WOUNDS 
Some weapons cause multiple wounds, and some 
I hits have a similar effect. In this case roll 
separately on the Injury table for each Wound 
suffered. 


HAND-TO-HAND COMBAT 


rules for hand-to-hand combat 
¢ Warhammer Rulebook. Any 


Follow all the nom 


WHO STRIKES FIRST 
The model which charged the enemy strikes first 
Otherwise, models fight in order of descending 
Initiative, ifthe Initiative values are equal, roll a dice 
to see who fight 4 model has ssood up in the 
Recovery phase, then he will srke last inrexpee 
any other circumstances, 


WARRIORS KNOCKED DOWN 


fan enemy is fighting a Warrior who was knocked 
down at the beginning of the Hand-to-Hand Combat 
phase, he may attack him to put his out of his misery. 
Roll to hit as normal. If any’ of the attacks hi 
warrior goxs out of action as explained before 


the 


A warrior who is stunned is.at the mercy of his enemy: 
In onecn-one combat any model that ‘ stunned is 
automatically taken uC i hus opponent decides hic 
him with any of his utacks. Note that youmay not sean 
and then automatically take a warrior owt of action 
during the sime Hand-to-Hand Combat phase. 16 a 
‘warrior was standing at the beginning of the Hand-to- 
and Combar phase, you must rol 3.0 6 

table to put him out of action during that phase, even if 
there are several opponents fighting against him or his 
‘opponent has multiple attacks, 


be tajury 


Inv multiple combats a stunned warrior has 
of sunival, Where to of more models are fighting on 
the stme side, some may be stunned and craw! away at 
2° an their Movement phase yb at least one 


Continues t0 fight 


IMPERIAL FACTIONS | 


‘The struggle Jor the crown of the Empire 
bas driven the realm of Sigmar tte. 
civil war, Now three ambittous and 
rutbless nobles have declared themselves 
fas the rightful Emperor The counts of 
Marlenburg, Middenbetm, andl Reikland 
lull bave a elatm to the throne. Allof them. 
‘are backed by powerful armies All of 
them are willing to fight for dominion of 
the Emprre. 


These are tines of unremitting war) 
civil sirife, violence and funine. Times of | 
onpbaned children and wanton 

Sslanghter These are good times tfyou are) 
a Mercenary working for one of the | 


| pretencders io the Imperial throne, In Mordbeim, thelr 

f gents ant warriors scour the ruins looking fo the 

[mai stones wich would bring etry to ‘ome or 
‘other Hlector Count 


Mn il 


Once models are engaged in hand-to-hand combat they 
annot move away in their Movement phase. They must 
fight until they are taken out of action, or until they take 
fut their enemies, Unlike inthe oemal 
Warhammer, there are no freak tests. 


ne of 


The exception to this rule is that if all your opponents 
are knocked down or stunned, you may move away from 


hat if you wish, and even charge other enemies 


ahies) 
within range. 


What we have presented here is obviously 
only a fraction ofall the new rules andl ideas 
which this project has spawned. 1 have 
worked on rules for hiclmes and bucklers, 
Possessed Cultists and the Sigmarite 
Sisterhood, crosshow pistols and throwing, 
knives, Critical Hit tables for different 
weapons and 30 on. These will he covered 
in the next few lasuies, sor watch this spacel 


Meanwhile you shoukl be able (0 play some 
exciting skirmishes yourself by using. 

above material and the Wichammer rules 
There will probably be situations which 
these nies do not cover, but with a litle 
imagination you andl your opponent should 


be able 0 sort out any unusual 
Please write to me and tell me how your 


games went, If you have good ideas or 


comments, I'd like to hear them. Good luck, 


you always 
roll sixes! 


THE POSSESSED 


‘To finish off this article, we're showing off a 


Possessed Warband list we're hoy 


w of the weirder conversions that have 

materialised here at Games Workshop HQ. These monstrous cr 
to bring you s 

White Dwarfs for Mail Order deals helping you to put together Warbands your: 


ns are part of the 
on. Keep your eyes open in future 
Ives. 


Marke Bedford 


ainee Miniature De 
Mark Bedford has. created 


two towering Possessed 
miniatures. Mark's frst model is 
made up of as diverse a 
collection of different parts as 
you could! ask for! The miniacure 
is built upon the torso of a Rat 
(Ogre, with the legs of a Staanesh 
Steed and a Daemon Prince tal 
The right claw is actually a 
Chaos Spawn ‘Head’, The head. 
has been extensively Bled down 
bout is in fact a complete Chaos 


Dragon head, cut off at the neck 
and modelled up with Miliput 


44 type of two part modelling 
putty The rest of the model has 
extea detail sculpied on with 


Citadel Modelling Putty 


The Second is simpler but no. 


Two of Mark's Possessed conversions 


River Troll has the right hand from a Tzeenteh Horn 
source of the head Is really bizarre, Iris in fact the Tongue Tip 
fram the Greater Puemon of Nurgle! Once 

in the joins with modelling putty sculpted into hair 


less effective, The body of a 
The 


7 Mark filled 


Obviratinesaiont ere ar a couple ots insane creations 
the fot isa busare combination of Sianesh Champion 
sare anda Bk orton sent 


The second Wossessed model is made up of all manner of 
difierent bits and pieces, The legs and lower torso belong t0 a 
Chaos Dwarl 


Lammas crowned 
by the torso of a 
Minotaur, ‘The left 
mis cut froma 


whilst 


right was 
originally part of 
Pink Horror 
Champion miniature 
with the forearm 


from a Dragon Ogre. 
Talking of Pink 
Horrors, the left 
hand and the warty 
head bursting from 
the beas’s stomach 
both come from the 


Possessed conversion 


same model Possessed conversion 


IMPERIAL FISTS 


SUPREMACY FORCE 


nd and inside youll 
natmy lst and 


models 


HAN Mi MER KIND 


by Mike Walker 
ike bas recently sent us a whole bundle of excellent ideas and articles which 


\= 

, if Tr pc 

i ‘ aes 

MN 

we bope to bring you over the coming months. Written in bis own unique 

style (you'll see what we meant), bis first article is all about training new players 

in the unbridled joys of Warhammer... ; 
f 0 © 


shy have those short fat ones all got beards?” 
“Can you move again if you roll 4 double? 
‘Why i it called Warhamster?” 


They ask stupid questions, They are clumsy and 
will knock your freshly painted and converted 
Flagellant Standard Rearer, with hand inked fag 
and hack banner, onto the floor, They continually forget 
that having heavy armour and a shield reduces ‘This article 
movement by one inch, fy about the things 1 have 
id during many game te: 

Whilst Lhave wri 

and even though | have never been 
eliminated by Eldar or neutralised by Necrons, 1 am 
confident that many of the points will also apply to 
I suppose I must describe myself as a veteran gamer, Warhammer 40,000, L apologise ifsome of the Following, 


They are new players and they are essential for the 
future of our hobby: Which Is why this, my first ever 
anicke for this hallowed magazine is about how 10 
introduce new players to Warhammer Fantasy Battle. 


Auntie Ethel, Kim Basinger and the cat will probably never 
benefit from knowing how a Troll’s vomit attack works. 


Most veteran gamers are fat, bald and opinionated, | stuff scems obvious, but I am aware of several 
tlifer because I have retained most of my hair grandmothers who have never mastered the techniques 


Thave been involved in wargaming for tweniyalx years volved in exg suction. 


and haye caught ymber one. Make sure you enjoy It. Ifyou find 
each of the five nes for new players a chore, don't do 

of Unless you enjoy the game you are playing, any 
to players who are participating certainly won't 


Rule number two, Never try t0 teach someone who is 
in continuing with 


Fs, Rule number three. Always try to present a good 
3 Jooking and well organised game. Make sure 
the roster sheets are clear and legible, Check 


147d arson that sn acter rig Ramer ata Hale Yn heave a wsremey soort mice 


that there will be sufficient figures 
remain features, reference ards, dice 
and player. Two dozen 
undercoated Elves defending an 
upturned foil pie tray and ah 
‘sponge against an unpainted, 
plastic Goblin force mounted on 
spiders made from pipe cleaners, 
bottle tops and packing tape, is not going to ereate the 
right frst impression, 


| use two different eypes of game to introduce new 
players to Warhammer. A specially set up training game 
with an experienced opponent and umpire, and. 2 
‘multiplayer game with the newcomer joining one af the 
teams, The multiplayer yames require less effort, but 
Involvement in several is usually required before a 
player is ready to take command on their own. 
Individual taining waches the ruley faster, but ean be 
dificult to do propery, I is these owo types of games | 
er first 


Individual Training 


‘The person chosen 10 umpire the game should be 
good at communicating, The umpire 

shoul offer explanation and adviee to the 

new player, whilst the experienced! player 

gets on with annihilating their oops. 1 

usually umpire (becuse Tm far better at 
talking than playing) 


The first decision for the 
umpire iy who should be the 
new player's opponent. In my 
fase, it is never Darren 
Darren hums heayy metal 
songs and only wears clothes 
that are studded, black, or both. His body has more 
holes! than my eat's after it attempted an aerial assault 
fn a block of High Elf Spearmen. His Beastman army 
comes complete with mutilated corpses and tortured 
prisoners. 1 ty not 10 play against him after dark or 
when there isa full moon. 


Adam, on the other hand, 
makes an excellent opponent 
Adam is always late, You can set 
your watch by him (as long. as 
the wate is 15 minutes slow). 1 
use the time between Adam's 
scheduled arsival and his 
‘ventuall appearance 10 
relite the introductory 
Information about the 
ate, 


ripping bhvad 


Start with an explanation of why the bate is occurring 

sind haw to wi i 

have a bunch of batiles that are especially designed for 
type of encounter, They feature a misture of troo 
and have easily defined! vietory conditions, (IE 

your Snotlings succeed in kiling four oe more of bis 

Steam ‘inks, you win") 


For a first buttle like this, avoid the Magic rules 
complicated troops like Wardancers or anything. that 
fies 


Try to make sure these battles are sill a challenge for the 
experienced player. Keeping them interested makes for 
an improved game and a better fies experience for the 


Start to explain the rules, Show the 
players examples of the 

formations the troops are 

allowed in. Give the player 

a simple desenption 

of each of the 


“These are Dwarf Warriors, they are very 
tough and are good fighters. These are 
Goblins, which aren’t.” 


("These are Dwarf Warriors, they are very tough and 
are good fighters, These are Goblins, which aren't”) 
Explain the roster sheet, Briefly define exch of the 
categories from Weapon Skill to Saves, Demonstrate 
ow to move units and how to work out the monement 
distances, 


Army pupil's eyes have not yer glued over also cover 
the chagge mae and the march mo 


1) All dice that do not t 
again, oF there are arguments, 


ally Leaver the three house rules we use. 


he dice box are rolled 


2) All kinks must be pur somewhere thee thart on the 
battlefield, or there is spillage 


3) The umpire’s devision is final, oF there is much 
sulking, 


You should endeavour to teach the game to new 
people without making them feel stupid 
They should only he made to feel stupid 

‘once they are experienced players, 
using your superior battle tactics 
and lucky boxer shorts, 


Always let the new player do as 
‘much as possible. Do nar move 


2 rep hole rele wit teresting placer of ey rnar, Th wane reaver mf tn 1b serine daggers 


3 ty lucky ser srt ay ere uae nen he lan ase ya ny thy Ie md Ber cha dng I pend Wt edt 


ot 0 having the luck aed of tom 


‘oops for them. Dy nut guess ranges for them. Do not 
spit on the dice for them, 

When firing or fighting takes place, use that opportunity 
to explain in some detail what is happening, Try to keep 
the explanasion relevant to the situation on the table 
tp, 

As the atte progresses after the novice advice. Never 
tell them what to do, 

‘ou may want to move those archers a couple of Inches 
forward s0 they are in close range when firing at his 
Hyde” 


Those archers are in ehange range now 


“That Hydes causes Terre, You will need w take a 


Leadership west 


“tive if they 
theo." 


“This is the box: for dead archers 


& their shields they den’e get a saviog, 


“You see this donkey. 
Try not to get it killed.” 
This sort of game should fast couple of hours. 1 find 


thar the effort 10 set one of these games up is always 
rewarded and with luck another enthusiast is born, 


To make things really easy for you, at the end of this 
article you will find The Battle of Newberry Pass. This is 
iirrently my favoured training scenario, 


Multiplayer Training 

Multiplayer games are usually loud, chaotie aed hugely 
enjoyable. have played many games of Washammer 
with teams of players controlling the opposing sides, 
‘These reams always work best if there isa single leader, 
The leader Is the person who will try to have an 
lafluence over the whole of the battle and who has to, 
make the drinks. 

So how does the multiplayer game environment 
compare as first experience for a new gamer? 

IW the specially set up game is a paddle in the shallow 
fend with water wings, then the muluplayer game is 
hreing showed off the high bond into the «ep em, 
‘eomplete with sharks, 


Multiplayer 
games are seething hotbeds of 
Intrigue and betrayal. The major 
preoccupation of every player being 
how 0 avoid taking the blame if their 
side loses. 


Excuses flick through your panicked 
bein, "Can 1 blame the dice as usual?™ 
“Can I arrange 10 be away making the 
idwiches at the critical moment? 
all | feign a massive attack of wind 
and go home early 


Then realisation, and serenity. sweep 
over you, “It’s okay Ie really is all right, 
ean blame the new bloke. 


Some games are not suitable for 
first timers, For instanee, if 

the battle is che 

‘culmination of two years 

fof tough campaigning, 
‘with everything 
riding on the 
result this may 
not be the fuirest 
time to Intreduce 
a new player. 
There are a few 


things that should 
be done before the 


5@e 
paps i 
= 


+ If they know or have been 
brought along by anotber player, put 
them both on the same side 


+ Intoduce everyone t0 them, especially the other 
members of their team, 

* Give them some idea of what is going on ia the battle, 
‘eave a fuller briefing to their eamrades, 

+ Make it clear to them that their team mates will be 
telling them whit to do with their troops. Their 
Freewill will be severely curtailed during thele fest 
bate, 


Their team mates are responsible for making sire they 

clearly designate the forees the novice in control of 

(You see this donkey. Try not to get i killed") 

They should tell them what they need their forces to do 

and how they fi in with the overall plan. (Your troops 

will be getting beat up, here, here and here, While ve 
tablish a picnie on that bill way over there-") 


A many at ane if 0 rear opponents a ape for al rte die rl Har abo to wring bright slow ruber soves whom 
amin the ce ontnay a ath bin 


Designed Scenario Checklist 


1, Design a Scenario 
* Fimploy easy to use forces. 
+ Use simple victory conditions. 
+ Da not haye any Nagle 

Make sure the bale will be a challenge 10 
aan experienced player. 

2, Prepare for Battle 
+ Cheek that you have all the required 
gaming equipment 
* Make sure roster sheets ure correct and 
lexi. 

3, Before the Mattle Starts 
* Explain the background to the battle and 
the vietory conditions 
* Demonstrate unit formations. 

both sides 


+ Describe the troops 
+ Explain the roster sheet. 

+ Demonstrate how to move toops. 

* Cover any house rates, 

+ introduce the opposing player (even Adan 
should haye arrived by now), 


4. During Play 
+ Offer advice t0 the new player. 
+= Essptain what Is happening in the combat 


situations tha aris. 


Multiplayer Game Checklist 

1. Prepare for Battle 

+ Is this scenario suitable for new players? 
2. Before the Battle Starts 
+ Explain the background to the battle 
+ Intmduce everyone 
+ sxplain thatthe new player wil need to 
comply with orders from the team leader 
During Play 
* Allow the team to encourage and monitor 
the new player 


eG 
War Sa 


ow at 


depends on your role 
in the game. As the 
‘umpire, Fatm usually much 
toa busy deciding wheher 
those Knights 

charge range or if che Ores can see 
the Halfliags behind the wall, inthe 
wood. dawn the well, to spend much time 
helping any new players, IT get ime {ask if they ate 
enjoying thing and if they have any questions. | usually 
restrict any Instructions (@ how ( make the 
sand the location af local takeaways, 


Ifthe new player ison my side, Iwill spend a great deal 
‘of my time making sure they undlerstand how to execute 
the orders they have been given. Worry will 

check and double check on their performance. Often my 
{troops sre getting slaughtered, whilst the novice’s thrive 


WFL.am opposing a newcomer, naturally [will seize every 
opportunity to exploit any errors in their play and erush 
their forces unmerefully, the same way other players do 


new. player survive the multiplayer 

teaperience, you wil usually find thar they will be eager 

for moce. After a few games they will have as good a 

zgeisp of the rules as a person trained by the one to one 
ot 


Should the 


ve prepared a couple of easy te follow checklists for 
you: one for the specially designed scenario and one for 
perience, 

There are many other ways of introducing new players 
to the dlelights of our hobby. tn this article I have only 
discimsed! the ones that work forme: [eas a result of this 
article, 1 wred yOu to think about how you deal 
‘with new players, then my aim has been achieved 


v 


time you are involved with 
with Warhammer, 


someone's first encou 
make it a good one 


ve got to go now, Pye just learnt that 
Daren has with some 
Warhammer ‘virgins’, T've got 10 get 
there before he gets his Beastmen 


Pe 


They bad cast their shadows ot 
Newberry Pass jor as long as anyone 
could remember They were now in the 
way. 

The road was important, everyone saw 
the adecantages: Except the tees 


The road builders bad sought and 
gained permission to remove all 
vbstacles. But no one bad consulted the 
trees, They began a song, sung by the 
leaves anit carried on the wind until it 
whispered into interested Elven ears. 


When the Elves bad arrived no one 
could say, but the road builders were 
the first to know. One voliey of Elven 
missiles and work was stopped. 


Several days later the Sheriff and fifty of 
Dis bails entered Newberry Puss. They 
returned within the hour freshly 
decorated with arrows, With @ buge 
‘quantity of foul cursing andl money, the 
Sheriff plotied the removal of the 
Dpointy-eared defenders. Rumblebelly’s 
Goblins jor Hire were greedy, stupid 
Gand vicious. They took delight tn the 
‘thonght of cutting down boib the trees 
sand thelr Wood Elf protectors 


This moming Newherry Pass is still, 
almost silent, unlike the bridge across 
the Swampy River. It és seething with 
Goblins. They are giggling swearing 
and belebing their way towards the 
stand of elderly trees. 

Amongst the ancient trunks, witb, 
notched arrows are the Wood Elves, 
Prepared to die for the trees, they are 
already selecting grinning, green 
targets. 


‘The thoes watch, as they buve abvays 


f Newberry 


SCENARIO RULES 
Newberry Pass is designed to be fought an 3 six foot by 
fue foo table 


‘Terrain 

‘The Swampy River is impassable. It is about three inches 
wide. Ifa Squig rider lands in the river, the Goblin 
Commander fs obliged 10 shout “plop and remove the 
model 

‘The bridge Is four Goblins wide. 

‘The hull and the woods ll count as difficult terrain. 


‘The south wall of Newberry Fass, marked “impassabte 
‘on the map, is, infact, impassable: 


Armies 

‘The troops that actually fought in the battle of Newberry 
Pass are listed! on the next page, Droytwych's Wood 
Elves are the defenders and Kumblebelly’s Goblins are 
the attackers, You can of course make up yOUr own 
‘armies to fight this battle The defending force should be 
1,000 points strong with the attackers costing about 
1,500 points. However, before designing, that invincible 
Chaos host to slaughter the defenders, please real the 
designer's notes 


Deployment 

The attacker deploys first. Wo units and one character 
(plus any war machine or giant ereature they are 
travelling on) can be placed on the north side of the 
river, n0 figure to be more than eight inches away from 
the bridge. The rest of the attackers start on the bridge 
‘or on the south side of Swampy River 


The defenders deploy so that no figure is more than six 
inches from the bil, 


Turns 
‘The battle lasts six tums. ‘The 
defenders go firs 


Victory 
Wf there are any unbroken 
defending figures on the hill atthe 
end of the game, they win 
Otherwise the attickers win, 


DESIGNERS NOTES 
This scenario 1 designed as a 
training exercise. t's not meant to 
be fue 
Droytwych's and Rumblebelly's 
armies will give you a good 
Inroductory engagement, The 
Wood Elf army is simple to use 
and very forgiving if 4 beginner 
‘makes a few mistakes. The Goblin 
army presents a real challenge for 


Modey/Uait 
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aan experienced player. If they 
can avercome inadequate 
Leadership values, inevitable 
animosity, stupidity, randorny 
moving Squig Hoppers and 
most of their army having 
Weapon Skils poorer than 
Hank the fop-eared bunny 
they will have done quite well 


I chose the Goblin force manly 
because theyare funny, Noone 
‘ean take commanding a mob of 
Goblins too seriously. The 
antics of the Goblins (and their 
‘often frustrated commander) 
will hardly ever fail to produce 
an entertaining game 


If you want wo change the forces, try to follow the 
principles of troop selection I used. The defender's 
umy should be small, with good quakty troops led by = 
really hard bloke on a Unicorn (or similar). ‘The 
attackers should be avast, uncontrollable rabble of poor 
(quality troops, whose main role will be (0 make good 
targets for the defenders. 

For these of you that want to try co win as the Goblin 
rommandes, here is some advice leaned from the 
games played testing this scenario, 


One of the key decisions is which two units'to deploy 
ueross the river. In all the battles played, Kumblebelly in 
his chariot was placed north of the river with the two 
units, The consensus is that the best choice is the two 
units of forty Goblins. They are the best rype of troops 
lor soaking up heavy missile fire, and if not deployed 
over the bridge they do ake an awful long tne 1 get 


My personal preference Isto start with the Trolls as cine 
Df the units across the bridge. To have much chance of 
getting these hard hitting monsters into combat they 
have to start as close to the enemy as possible, Being at 
the front of the army they will benefit from 
Rumblebelly's Leadership (moderate though itis). With 
their Toughness 4 and regeneration powers they can 
also absorb a fair bit of bow fire, But the main reason | 
‘vant them there is becuse otherwise they always yo 
stupid os. the bridge and Hold up the rest of the army, 


The playtester who suggested the Squig Hoppers an 
Hunter teams be deployed over the river was asked if he 
would like to play the Elves instead 

Keep moving forward. There is no point in hiding units, 
To win, the Goblins need to overwhelm the Elves with 
targets. Do not bother hiding Rumblebelly, Half the 
shots hitting the chariot will strike the woodwork 


Always charge any Elves you ean, The Archers are not 
very tough and dic easily once you can hit them. The 
cavalry will probably beat you, but might just chase you 
sway from the bill and closer to your more dangerous 
troops 


Finally and most importantly, remember it will all be 
over soon. Even if this bunch of cowardly. green scum 
let you down, you can always take on the victor again 
next week with your proper army! 


You are welcome to use this 
scenario fora more: 
competitive game if you wish 
Simply allow the players. 10 
pick their own forces — 
1 1,000 point force 10, 
defend and a 1,500 
point force to 


baa sae 


Droytuych tossed another Goblin onto 
‘the bonfire, He beld the marshmallow 
‘on the end of bis lance closer to the 
roaring flames and reflected upon the 
day's events, 


That morning when the warning born 
bad sounded, be found that two buge 
units of Goblins and their bloated 
warlord were already across the reer 


Goblin Wolf Riders burtled across 
bridge and plunged straight into the 
rear ofa very large and surprised unit 
of Goblins with spears. 


Rumblebelly separated bis squabbling 
troops in time to see a torrent of 
arrows panic the otber large unit of 
Goblins. 


As the large Goblin unit rusbed back 
towards the bridge, Rumbloholly 
ordered bis troops to stand firm. When 
the dust settled be was alone, and 
quite dusty. 


The Elven cavalry were surprised by 
the charge of a giant bairy arucbnid 
‘and a small bald Goblin. After lopping 
Off @ couple of furry legs ul a smooth 
‘green bead, the Elvish cavatry chased 
thetr limping foe across the battlefield 
directly into the mouths of the Sguitgs 
Everything was devoured — armour, 
‘hooves and pointy ears. The voracious 
litle cave creatures left Hale evidence 
fof the ance proud unit. 


The Goblin army was enjoying a 
mighty pante. A panic as big as a 
rampaging Stegadon and as 
compelling as a Vampire's smile, 
Rumblebelly was suept along as bis 
army’ ran A final volley killed the 
Sauige ancl te was over 


Now’ it was dark and the valley was 
‘quet once more. 


A gentle wind brushed the trees, they 
whispered tbetr thanies, 


Droytuyeh relaved and withdrew bis 


lance from the fire, He then suffered — 
bis only wound of that day. Pain 


Join White Dwarf! 


We nee enthusiastic gamers with skills relevant toa 
professtonal publishing encironnient to belp produce 
‘our monthly magazine, 


The successful applicant will bave the opportunity to 
tuark on White Dwarf This will require sedieation, 
perseverance ard above all an almost unbealthy love 
for, avid knowledge of our products (simply knowing 
the difference between an Ork and an Orc isn't 
enough), Applicants must bave an extensive working 
Linotstocge of both AppleMacs and Quarle Xpress (Aldus 
Frechand and sdobe Photoshop would also be helpful) 


Uovou think yew'el fit tbe bill iv any oF all of these key 
ied and want nothing more than a carcer at Games 
Workshop, then drop us a tine 


Production Staff 


We ao currently looking for Production staff to work 
fat our busy lesen studio based in Lenton. 

The successful applicant will bave the opportunity to 
works on a tide range of our products, rom the bosses 
that bold our miniatures to point of saie material and 
‘our main boxed games Thie will require dedication, 
perseverance and above all an almost unbealthy love 
Jor, and knowledge of our products, The prospects for 
‘advancement wttbin a remarkuble working 
environment are excellent, with those tho have an 
intimate knowledge of our games and a will to succeed 
generally doing well 

Applicants must bave a working: tnowledge of both 
AppleMace and Quark Xpress (Aldus Freeband and 
lobe Photoshop would alse be helpful), 


Have you got what 
it takes to work in the 
GW Design Studio? 


Studio Operations 


The Studio Operations department ts looking jor new 
personnel to belp in supporting the UK and International 
Studios. Operations coordinate work tn the Studio, 
compile material onto Cbs, archive artwork and 
communicate with ober departments within the 
company 

Analicants must have a good knowledge of Games 
Warkshop games and miniature ranges, as (bis 4 
esiential for the filing and archiving work. Basic skills 
leith Applestacs would be an advantage ae would a 
willingness. to learn new sills cind improve existing 
systems, 


Editorial Staff 


‘The Editorial team is looking for a new récrwitt This ts @ 
fulltime job, based at our Head Office tn Lenton 
Nottingluins, Our small but busy teant of edttors works 
‘alongside other Studio departments to priduce the best 
games ad rulebooks in the world, The fob involves 
‘eating and laying out rulebook and supplements for all 
‘our products pus many other related jobs such as proof 
reading boxes, promotional material, Mail Order flyers ~ 
in fact, almost everthing we produce except White 
Dwarf 


Applicants must be educated to A-level standard, 
veferably to degree level, and it oes without saying that 
2 very bigh standard of English 4 essential. If you're 
lucky enough to be one of the people we call up for an 
interetew, you'll have to take a short, written test ~ 60 be 
warned! Related quatifications or experience tn this field 
tuould be an advantoge, though previous experlerice is 
hot necessary, as we can give on-thejob training, Apart 
from a naturally. pedantic nature (the blessing, oF 
‘possibly curse, of all yood editors), we ae allo looking 
‘for someone who is femniliar with computers, The Studio 
‘is Mac-hased, and ail the editing and layout work is done 
tiv Quark Npress. You must ala be actively involeed tn the 
Games Workshop bobby, as a thorough knowledge of our 
product line and fantasy worlds is essential for the Job, 


(On the personal side, we are looking to employ someone 
who is bright, cheerful, hardworking and selfmotivated. 
Yan don't bave ta be cbsessed with chrocotate, but all ty 
reit of the editors are, so we just thought we'd mention i 


How to apply... 


Human Resources, Games Workshop, Willow Road, Lenton, 


Send your CV, gaming history and 


your carrent salary details (0: 


‘Nottingham NG7 2WS, 


PIT SLAVES 


By Andy Chambers 
What follows are the rules for using the new Pit Slave gang in your games of 
* Necromunda, This means that you can now wreak vengeance on the Guilders that 
incarcerated you for so many ye 


have been Guilder's hands 
Watchmen ind on the pack tal 


4 wok i then ing pis 
Most Pit Slaves ar 


es. They are lite more than property in the guts, thi tc have all orn bruh 
y unlucky individuals who were 


re an 


incarceration, They may escape in of in mass 


the Guilders ot 


and bays up more 
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Outlaws. Pit Slaves are an Outlaw gang and all of the Outlaw 
rile apply to them with the exceptions noted 


Territory. Pit Slaves start with one piece of territory generated 


‘on the Outlaw Territory table, This is the slave's camp in the 
Wastes and normaly they canrot hold moe than sing 
territory ata Ge. The Pit Slaves can decide to move thee camp 
after any gate, crossing the old etry off tei roster at the end 
‘of the post battle sequence and generating 2 new camp on the 
Outlaw Territory table immediately. Ifthe Pit Saves are fortunate 
to find « Power Cable Tap (atoll of 56-0n the Outlaw 
Territory table) they can use i ta recharge thei implants, giving 
their Initiative characteristic for the first 


the whole gang +1 
tum of the game 
Captured Territories. Any wdlditional temtory captured from 
colher pangs can either be taken as the Pit Slaves” nev base camp 
{ross the old base camp off the roster) or looted and destroyed 
(see the Outlaw rules for details of looting) 


Income. Pit Slaves collec income from theit one 
g, Fit Slaves can also forage in 


the wases, although they arer’t very good at doing so (all those 


squeaky joints and clanking bonis scare off the wildlife) so Pit 
Slaves always deduct one from thelr foraging roll 


Trading, Pit Slaves rll on the Outlaw Trading chart 


Hired guns, Pit Slaves can make use of any Hired Guns that 
‘obvious reasons) 


they can afford, other than bounty unt 
Starvation. Pit Slaves suffer the effects of starvation just like 
inybody else, however because they are partially made of metal 
they need Jess food 10 survive, Each Pit Slave only needs 2 
cret's worth of food to avoid starvation, 

Bounty, Esaped Pit Slaves ae comidered extremely 
troublesome by the Guilder, 50 they are worth a bounty equal 10 
al cost, just like any other Outlaw 


their 


Capture. Their experience of absconding means PX Slaves all 
count as having the Escape Arist skill so they will aways evade 
capture after a game, Gang fighters captured by Pit Slaves can be 
ransomed or sold as slaves, Some Pi Slave gangs will not sell 
Prisoners into slavery on prigciple, but others have no. qualms 
bout casting exhers ino the hell they have escaped from. Its lft 
to the player io decide whether he wishes to be a crusading 
freed fighter of an embite ade cyborg 


Scenarios. Pi Slaves roll on the Outlaw Scenario table, Wf the 

Pit Slaves can choose which scenario w play they can pick any oF 

the ones from the Nectomunds or Oullanders rules. 

Bionlcs. If Pit Slaves capture a gang fighter who hav any bionic 

parts they may remove them and re-tach them to any member 
i gang (though the chief usually gets fest pick). The gang 

‘must inlude 4 Pit Slave Techo in order to repraftbionics i this 


Injuries, Ifa Pit Slave suffers @ permanent injury toa location 
which has been replaced with a bionic implant or Pit Slave 
on, the implant or weapon is destroyed but no farther han 

is dane. Destroyed weapons can be replaced atthe standard cost 
shown late, A gang which includes a Pit Slave Techno can repair 
‘damaged Weapons and bionics on a D6 fol of 6, The Techno can 
‘only attempt te repair each damaged bionic or Pit Slave weapon 
or implant is damaged 


heyond pau 


+190 credits 
‘The Pit Slave Chiefie 
nara} leader, the 
fone who the others 
Took to for direction 
‘aid purpose. Usually 
the Chief is the one 
who led the others to 
freedom, who 
planned their escape 
‘aid who has kept the 
Slaves together 
through their 
wanderings ever 
since. Pit Slave 
Chiefs tave 1 work 
hard wo keep theit 
position amongst the 
ccutthroats and backestabbers they lead, a favoured method 
being 10 accumulate as many bionic implants and amour 
‘pgsides as possible. A fully arrayed Chief is trifying, his 
many arms whirring and seapping insanely. 


You ean have one 


lave Chief i your gang, 


PitSlave Chief 4 


Weapons 

A Pit Slave Chief omy be given weapons cen from the Pit 
lave, Close Combat, Pisiol and Special Weapons, plus the 

Grenades and Shotgun Shells sections ofthe special Pit Slaves 
sts, 


Equipment 
{A Pit Slave Chief may be equipped with armour plates for 20, 
res each, 


SPECIAL RULES 


Leadership. 4 Pit Slave Chief commands respect fom his 
‘sng and they are emboldened by his presence. This meus that 
finy Pit Slaves within 6" of the Chief may use his Leadership 
Value when they take Leadership tests A Pic Slave Chief can 
always attempt to recover fom being pinaed even if there ae 
no Bi Slaves within 2" of him 


Experienced. A Pit Slave Chief will already be hardened by 
his experiences, 40 he gets one rol on the Advance Rol table, 


Many Arms, Pit Slave Chiefs commonly ‘acquire’ extra 
implants. Because of this ait Slave Chief may choose two Pit 
Slave weapons instead of one, A Chief with two weapons will 
gain an ext attack and may choose 10 resolve bits in close 
‘combat using ether ofthe weapot, 


20 credits 


Techos are charged 
wth the pk 
winenance of Pit 
s, whether it 
as simple as 
oilin 


members of House 
‘Van Saar who have 


been captured inthe 


‘sonst interhouse 
skinuishing and enslaved by the Guilders. When a gang of 
Pit Slaves makes a break fr it, a wise Chief will ensure 
that they take a Techno with them to make repairs und keep 
the gang going 


You can have one Pf Slave Techno in your gang. 


APit Slave Testo may be given equipment chosen from 
snd Special Weapons, plus th 
n Shells sections of the special Pit 


Gretades and Sh 
Slaves list 
Equipment 
A Pi Slave Techno may be equlpped 


60 credits 


Pit Slaves: make up 
the rest of the gar 
seared — half-men 


with bitter memories 
Gf the nonmal life 
they used 10 enjoy 
Outsiders often noie 
that the — more 
eybemnetic parts a 
Slave is grafted to 
the more their 
humanity. seems 10 


modified § 
shun down f 

‘at a time, sitting motionless and staring into. space 
Nonetheless, Pit Slives mike frightening opponents in 


‘combat, hard-bitten and careless oftheir own wounds as they 
rend apart opponetts with Industal-sized buzz saws ot 
ils 


‘You ean have any numberof Pit Slaves in your gang 


A Pit Slave may be given equipment chosen from the Pit 
Slave Weapons, Close Combat, Pistol plus Grenades and 


Experienced 
eaperionce than most hiven 
Advance Roll table when they are recruited 


Shaves will have already gamered more 
they get one roll on the 


Armour Plates. Pit Slaves ofien fashion armour plates 
themselves from scrap debris ia the hive bottom, While these 
ive effective protection, they are heavy and cubs 
Pit Slave may be protected by up to a maximum of three 
armour plates, giving him an armour saving throw but 
reducing his Iniative characteristic as shown below 


No. of Plates Armour Initiative 


Saving Throw Modifier 
1 oe 0 
. or r 


The Initiative modifien for anmour plates will reduce a Pit 


4 minima Initiative of 1 


Type of Initial Experience 
Fighter Points 
Pit Slave 20.206" 
Pit Slave Techno 204206" 
Pit Slave Chief (6206 
*Pit Slave and Pit Slave Teshno that tart with 31 of 32 


experience may rollan extra advance 


PIT SLAVE WEAPONS 
Rock Dail 

Claw 

Shears 

Buze Saw 

Chainsaw 

Hanumes 

SPECIAL WEAPONS 

Shotgun (with solid shut and scatter shells) 
Boligua 

Flamer 


La 


Grenade Launcher (grenades extra) 
Metta-gan 

Plasma Gian 

PISTOL WEAPONS 

Stub Gun 

Autopistol 

Laspisto 

Bolipisto 

Hand Fam 

Plas Pistol 

CLOSE COMBAT WEAPONS 
Chains snd Fai 

Chainsword 

Clubs, Mauls and Bladgeons 

Knife 

Sword 
GRENADES, & SHOTGUN SHELLS 
Frag Grenade 

Krak Grenades 

Man-Stopper Shotgun Shells 

Hot Shot Shotgun Shell 

Bolt Shotgun Shells 


Dum Dum bullets for Stub Gun 


PIT SLAVE WEAPONS LIST 


cost 
1s 


15 


EXPERIENCE ADVANCE TABLE 
Experience 

Points Title Notes 

21-30 Pit Stave ‘Starting Level for Pit 
S40 Pit Stave Slaves and ‘Tehnos, 
11-5¢ Pit Slave 

Ho 

61-80 Pit Slave Champion Starting level for 
S110 Pit Slave Champion Chicks, 

101-120 Pit Slave Champion 

[EHO Pit Slave Champion 

141-160 Pit Slave Champion 

H614I80' Pit Slave Chismiion 

181200 Pit Slave Champion 

S30 Pi Slave Hero 

M1280 Pit Slave Hero 

BHI) Pit Slave Here 

321360 Pit Slave Heru 

381400 Pit Stave Hero 


401+ Pit Slave King May not improve 
ony Further 


ADVANCE ROLL TABLE MAXIMUM VALUE TABLE 


Foe Rest Note that the various implants and eyberneties fited toa 
Pit Slaye mean their maximum characteristies are higher 
than those of a normal hur 


"New Skil, (Chiowic any of dhe Shll tabies and 
randomly generate a skill fom it) 

New Stall. (Select one of the staal Still 
lables for your gang and randomly generate w Pit Slave 


sill fromm i) 


New Skill (Select one ofthe standard Skill PIT SLAVE SKILL LISTS 
lubls for your gang and randomly generate a 
kill on) 


Characteristic Increase, ‘sauty 
Roll again: 1-3 = +1 Strength; 4.641 Auack Combat 


Characteristic increase. Ferocty 
Roll agai: 1-3 = 41 WS:4-6=+1 BS 


Characteristic Increase. 
Roll again: 1-3 = +] Initiative; 4-6 = +1 Leadership 


Characteristic Increase, 
Roll again: 1-3.= 41 WS; 4-6= 41 BS Teen : 


Characteristic increase. 


Ral aznin, 1-3 = +1 Wounds ex| The Citadel pocorn 
Journal Is another | __“#Neué 
‘ap excellent source 

oe cen erent of Necromunda 

tiles fr and dors scenarios and 

— ideas, so why not 

New Skil Choos any the Skiltublesand | Ke tooe? 


Pit Shave Pit Slave Techno Pit Slave Chiet 


shooting 


OPERATION 
DESERT STRIKE 


By Ed Spettigue —GW Canada 


On one of his fleeting visits to the UK, Ed popped in to the GW Studio to show 
us his splendid Tallarn Desert Raider Imperial Guard army. We liked it so much 
| we made all sorts of excuses for him to leave it in England while we 
| photographed it. Luckily Ed's really gullible... 


Empire 


z my), and as the right 
thing to do, Taso like playing the un 


In my 5,000 
‘Leman Russ, 


fenvhelmning nurber of 
hed hy any ary 


troops that you co field ci 
played thirty-three game 


tpl, what happened the first time 
iy Bugmans Bar, with his newly 


1 always look 


gear jn.a Flesh wash, All the webb 


puined in a colour from w past Citadel € 
‘ 


gin with, and T used the Imperial Strike Green, to apply the 


To ad flavour wy the army, Idecided to try to use as many 


to their ranks! Arguably the mightiest of Beastlords, Gorthor is a Shaman of awesome 

and riding in bis chariot is remarkably well-protected. The latest in the line of 

Warhammer Regiment boxed sets, the Chaos Warrior Halberdiers are both heavily 
armoured and hard-hitting. Mortals despair! 


GORTHOR. THE BEASTLORD 


OF all the Beastmen leaders 
together. Gorthor the Cruel was the most dangerous, € 
that other Beastman Chieftains tacked: he had vision and an unquenchable 
faith in the Chaos gods. Gorthor summoned all the Beastmen between 
the tive Lynsk and the Middle Mo wundler his banner, and 
attacked the northern provinces of the rarning, 
The savage horde of Heastmen bur suction theough the 
provinces of Ostlind. and Hochland and almost_ completely 
destroyed Hergig, the capital of Hochland, before a force: of 
ng knights came to assist the defenders. This sealed 
the fare of the Beastman army, and Gorthor perished in 
the battle 
Gonttior was both a shaman and a mighty warlord, He 


was cunning and ruthless, a perfect leader for the 
Childres of Chaos, 


CHAOS WARRIOR 
HALBERDIERS 


driven south and © 
the river only the ¢ 


On the ist August every Games Workshop store will be 
taking part in a campaign to decide the fate of 


Erengrad. During the last Chaos incursion Praag 
fell but the hordes of Chaos were turned 
back and Kislev was saved by Magnus , 
the Pious. However, the future 


history of Erengrad ies in 
GATE OF HEROES 


YOUR hands! 


GW Metro Centre 
‘and Edinburgh 


FORT OF CASHEL | 


| EW Oublie, Blanchardstown | 


| 


P SICIAL STORE EVENT GAMES WORKSHOP SPECIAL STORE EVENT 


You can see the layout of Erengrad on these pages. Each battle that takes place 
in a store on 1st August determines the fate of part of the city's defences. For 
) instance the battles in Luton and Thurrock decide whether the River Gate 
resists or falls to the ferocious Chaos assault. Though not all the stores are 
) marked on the map, each shop has its assigned place, and every battle affects 
the overall outcome of the siege. All results will be recorded and go on towards 
deciding whether the city survives or is smashed asunder like the city of Praag. 


‘VEAstERN BASTION? 
(GW Rotterdam end 
eens 


RIVER cate 
GW Luton | 


and Thurrock _ | 3) 


KISLEV GATE | 4 
) GWWolverhampton f 
tnd Dudley ¥; 


TSARINA’S GATE 
GW Oxtord and Carciff 


To take part just come along on the day and take command of part of tha store's 
armies in the battie (you can bring along a regiment of troops to fight with if you 
like), As Erengrad Is a cosmopolitan trading part (second only to Marienburg in 
size) is defences are composed of Kislevite militia, plus Empire and High Elf troops 
from the fleets gathered at tha mouth of the River Lynsk. There is also a strong 
contingent of Dwarfs from Karak Kadrin, The main Chaos army is now besieging 


Kislev itself, so the Chaos generals at Erengrad have bolstered their forces wth 
Ores driven before them from the Troll Country and Dark Elves from Black Arcs |e 
plying the Sea of Chaos. Even Undead and Chaos Dwarfs have joined the fray to 
grab the apoils! 


Whichever side you want to support, get on down to your local store on the 
1st August and decide part of the {uture history of the Old Worid! 
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IN THE 
FOLLOWING 
STORES ON 

IST & 2ND 
AUGUST: 
° CHELMSFORD 


Unit 4c, Phase I, 
The Meadows. 
Tel. 01245 490048 


* WOKING 
Unit 3, Cleary Court, 
169 Church Street East. 
Tel. 01483 771675 


WE ARE HOLDING 
GRAND OPENINGS 


CHECK OUT THE SPECIAL | 
OFFERS AND MONEY OFF | 

VOUCHERS | 
FROM LAST MONTH'S WHITE | 
DWARF AND MAKE SURE YOU | 


YOUR CAREER WITH 


Do you have drive, energy and enthusiasm? 
Are you an avid gamer? 


Are you looking for a fantastic career with 
Games Workshop? 


Then all you need to do is come along to 
one of the following store venues, armed 
with an application form and talk to our 
recruitment team. 


Just turn up to one of the stores on the right with a 
‘completed application form, which you can get 
from the store, between 10am and 4pm. Be 
prepared to tell us why you should be working for 
Games Workshop! 


August 5th 
Leeds 
Exeter 


August 6th 
Ipswich 
Derby 


August 11th 
Tunbridge 
Wells 
Manchester 


August 12th 
Preston 
Reading 


August 18th 
Glasgow 
Bath 


August 19th 
Bromley 
Birmingham 


August 25th 
Luton 
Chester 


August 26th 
Newcastle 
Newport 


Like to work in one of the most exciting departments In the world? 


Games Workshop is a thriving company, employing more than 
1,500 paople, with 180 of ts own stores around the world. Our 
foducts are also available giobally, through independent toy 
and hobby retailers, thanks to our mult-ingual sales team, 
based at our Headquarters in Nottingham: 

We are looking for Sales Personnel to secure and develop 
Rew accounts, build on our existing customer base and to 
sirengthen our already hugely successful international 

sales team, 


Are you looking for: 
A challenge within a young, dynamic 
sales team? 
The opportunity to prove you can achieve results in 
a highly charged, competitive atmosphere? 
Unlimited career prospects all aver the world? 


50, we are looking for: 
People motivated and driven by results, 
The commitment and desire to win 
Good sales and communication skits. 
Foreign lanauage speakers, especially Finnish and 
Danish, however any language would be beneficial 
Knowledge of the Games Workshop hobby 


Interested? You'd be mad not to be. 


Send your current details and C.V. to: 
Sue Barden, Personnel Department, 
Games Workshop Ltd, Willow Road, L 
Nottingham, NG7 2WS, U.K. 
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CHAOS CULTISTS 


Chaos Cult armies, which contain the twisted mortal followers of the terrible Chaos gods, are 
ideal for use in special scenarios in both Warhammer 40,000 and Necromunda, We've just 
completed our own Chaos Cult with the release of Paul Muller’s excellent Cultist miniatures. 
Here we take a closer look at the force’s special conversions and paint scheme. 


THe followers of Chaos are not rise who an rough 1 take it, Chios offers a 
asthe blondy-handed Cos Lot ferocious pillagn to sequire real power quickly. To some iti the 
band of Chaos Space Marine le hidden im human ef Which lures them onto the Chaps 
ie ly ordinary folk with normal occupations and Pal 1 in knowledge ofthe warp and psychic 
licens, awaiting oaly te righ reveal th at will give them pawer, Others an 
oyalies. These agents of Chios represent a threat t0 th 4 of more material power: the 
Iimperium at leas! ny great as that of the marauding bunds of acquisition vence and followers. Many mane ar 
Chaos Renegades, for they gnaw away at the heart of the the ordin ‘corrupt, flea ade, 


Paul was one ‘wanted 0. sculpt miniatures instead. These 
‘miniature pan james Chaos Cultists were the first models thot Paul 


Chaos Cultists butabopt ayear anda — sculpted whilst in training, We thought the 


half ago he de wwe jest had to release them 
od with his first efforts, Paul 
‘decided to paint up the first castings to see how 
they looked. When we got around to painting a 
Chaos Cults 


‘on Paul 


Paul made this Icon Bearer asa simple conversion 
by replacing the gun witha length of brass rod und 
plastic skulls, He painted the banner himself 


tae 
: mr 


tO 


Maintain constant vigilance. Keep watch 
‘over the furtive movements of Your 
fellow citizens, ‘Tey may fide w terrible 


secret. They may be Heretics 


ron 


Chaos i 
2 whole rather than 10 3 ps mK 
panicular Power, The 
Great t 
Jem, Daemons, and otber 
Mie worship 
pattern of 


s pantheon of den 2 
i ere ee 

vr worsen these works However, thse Who 

mane wasp and the ind 

p. The riosst in ee 

but many other ee ae 


are those wh) 
worship the Chaos 


Tne 10 

Pete ee a ets case aha 
Secs fut and SPP 

pres by the Ings 

att human. 18 


Iothe Chios worshipping Cults are those centred around alien 


cS 

vnpire Covers. of Cissandion. The 
ruthlessly persecuted by th tier meter 
Fy poncened by the Inquisition, ad their members ae 


Inevitably Chas Cul , 
ay ino colt, pera 
ch other criminal on seater 
vi a aniston 
tual do so without 
‘one gangland skirmish ied ice 


ly Chics Cul 
proctor fille! oF 


The main bulk of the Cul 
1 Cult is image up of ordinary Cultist, 


nap even holdin 
‘within the local 


Tie with the Cult. Wh 

it. When the 
ost he ' 

rathorities, the Cultist finally 


and take up arms atthe command of 


armed by 
et fey are abe 
al defence forces. They 
Sle Mari 
Fniking through the warp and zuide them to heir world. Onee 
fares of Ci anos Se Ne ‘the Cal 

mv ad Ihe while world will be plunged 

ict fom suhic th 


Chaos Magus 
Master 


Marine hickpack 
sel 0 mae 

Chaos Magus 

Champion 


Chaos Magus Master 
wath krek grenades, bolt 
Master has & mastery level oS 


‘chaos Magus champion weatna 1 
Sha sth wrak grenades, BOI PIGS! A 
are onamplon has 8 rnastry (evel off 
sxe and mesh armour 

Flesh Banner 
26 pts 


yesh armour and 
id chainsword The 
78 pis 


n power a 


‘Cult icon Bearer armed 
ps Gift and the 


Fhe loon Bearer has a Chae 


contains an acolyte 
cuitets armed, with 
tauncher, 117 BIS 


choos Cultist Coven. The Cover 
Grned with a taspistol and 
‘autopistols: One caries a MISS 
Chaos Cultist Coven. The coven ATE 
ish arrrour and armed with & 


Mea armed with iaepisiols. One Caries & 


Chaos Cultist Army 


re Chaos Cubist army painted by the "Eavy Metal team 
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Chaos Cultist 
with Missile 
Launcher 


Filling In 4 Chaos Cultist 
the Holes “a Heavy Bolter 


the avy Neral eam. (ee 
of these models, 
‘conversions or even the 
whole army, why aot give 
Mail Order a call? They ean 
do all sorts of deals on individual modes, 

=, parts, squads, regiments and armies. The 

‘Trolls are only a ‘phone call away! 


oO) 


0 reinforce a Chaox Space Marine force or for scenarios in Warhammer 40,000 and Necromunda 
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~ SUNDAY 20TH SEPTEMBER 10AM TO 4PM 
NAT NAL INDOOR ARENA, BIRMINGHAM 


_ > 


ri EPIC 40,000 Fi 


‘A mighty impact rocked the Tian ‘Divine Presence’, causing 
‘eka curse under his breath 


"Emperor's name! Where did that come from?" Reaching cut 
he adninatered the "ual sip to the side of the oraculam, 
Glowing runes fickered into ght on he device and he poered 
at them closely 


There ts! New course, one-eighty-ive. Target Is al quadrant 
blue in the Sigma sector” Ponderously the massive machine 
‘swung around nd shacla towards the new threat. “Princope 
‘my plasma accelerator is overheating, permission to power 
‘down fora few minutes." 


DDekar swore again, tut there was nothing he coult do: te 
lweapen went critical the whale Tian could be destroyed. 
Grudlgngly he gave his permission 


“Fllesche, prepare your weapon, we are going to assault tho 
‘enemy, Power down all non-ciical systems, stand-by systems 
nip Divert all power ta mobity ckcuts.” The Than luchod as 
It picked up speed. Dakar anxiously scanned the vew scope 
ooking for his fist sight of tho enemy. A ticker of movement 
land fia there 1 Non of Fk Th sukserress 09k Pm BY 
‘Surprie-and he stumbled over the orders 


‘Er, ful stop. Online, onthe, Get that ist up Flesche 
Everybody brace for combat 


‘The Dvine Plesence side-stenped and its 
‘swung around 0 rake the ravior’s carapace, 


nassive chaintst 


Just fhe the Divine Presence, the heretic was a Warlord Tin, 
but where the imperial macnine was smoot tne Wale bore ne 
scars of Chaos, where the Divine Presonce was gure, the 
‘enemy was urciean, Stoel fertacies whipped and wrihed in an 
‘tempt 10 enangle ine sig chainist whie plasma baled 
‘tom leering daemenic visage. Ancther explosion cked the 
‘wine Prosence and Dekar could sea that Harslen's weapon 
had been completely consumed by the helish tre, Harsten 
screamed as the neural feedback hi hin but fore was noth 
Dokart could do to help hin. Stil he two Thane grappled 
FFhescre nad scored great gouges i he arrur Ofte Nereie 
but his moverents were sluggish now as the chalnfit became 
further entangled inthe thick steel tentacies. All the while the 
trafor poured fre relentessty upon ne Dive Presence ard 
‘damage warnings beeped andllashedas the peal Tan was 
forced 10 ils knees. Suddenly an impossibly bt 
‘enveloped Dotar's viion. He was certain tho and fad coma, 
Supesed whan the polarisng spay compensated 
i hat tha here's head had been slown clean off. A 
ounvary of wnie-hot plasma erupted frm the bresch ard 
slowly the traitor colapsod. 


Princeps. | arn happy to repert that the a 
row back onsine, 


oka orinnod as he gave hie orders 


"Good work: Now lats see W there are any’ more of them out 


J Lorps OF car 


TITAN TACTICS FOR THE 41ST MILLENNIUM BY IAIN COMPTON 


So, you want to know how to get the best 
from your Titans on the battlefield, eh? 
Well it just so happens that nice man Mr. 
Compton says he has all the answers. 


heraver the flames of wer burn most fiercely, huge machines 

singe trough the nelish inferno. These bahematna at saath 
Dear down relentlessly upon the foe as lethal retribution rains from 
thelr awesome arsenal, and the enemy, whether he's a simple 
infantrynan or sonnmandor of a heavily armoured Date tank, ows 
that he is doomed 


Titans are the largest ground vehicles o be used in combal, and 
‘each caries several siaggeringly powerful weapon systems easily 
Capable of vaporsing tanks of Shredding whole companies of 
infantry, Most are more of less humanoid a appeerance 45 this 
laws’ excellet mobilly in combination wth an elevated fring 
postion. 
Each race builds, huge yar machines like Tian to suit their very 
‘ifr’ combat tactics Orks fer example call ers ‘Gargants, Each 
Gargani is a sorawing, ramshackle afar. absolute bristling with 
enormous and olten dangerously unstable weapens, Bath the 
Imperium and jhe forcas of Chaos aa served by the same Tian 
‘lasses. The Imperium considers Tans to be amongst the most 
Sacred eeathore of the Machine God ad 20 Imperial Thane take the 
‘ale of fearsomely armed mobile shrines, cleansing and absolvng the 
impure with ire and death 
1h the other hand those traitor Titans which marched alongside the 
Watmaster into damnation have become warped in the service of 
Chaos. Some ae sll crewed by beings that are more or less human 
whilst ohers have been chosen ae mounie fr the most power 
Servants of the Dark Gods and 
hese infemna engines fuse 
Daemon with machine In 
an unholy celebration 
of death 
Uke their butdara, 
dar Tkans are suit 


and. deceplivaly 
owertu, Instead ot 
metres of armou! 
plating, they rely. en 
Speed, agilly and 


sophisticated technology 
harm. As you might 
expect, the Tyranids do 
rol use mocharieal contra 
ital, thoi Tans are actually 
gargantuan creatures 
‘ihieh have evolved natural 
fences just as potent as 
‘any. weapon system, 


Seutling oerees 
batiletitss “upon 
hair many legs, 


beyond even hat of 
other Tans Why not fit all of your field guns onto @ 
Titan? There are’ plenty of long range 
Titan weapons available and most of 
them are olther Barrage or Heavy 


Barrage weapons to boot! 


scour Tras. 
tars can be broatly categorised ino three types, The smallest type is the 
‘Scout Titan These are sil vast by any normal stangard, an Imporal 
Warhound Titan for example stands arourt tity feet fall Scout Titans ate 
often used as recornaissarce vehicles for Titan leghons or a rapid 
fesponse unts in amore maed force. Most Titans of his class cary 
te or three of the smaller Titan weapon systems: speed and agiy 
fot brute frepawer are ther main advantages. Most racoa bullé 
mal Than classes: the Eldar have ther Rlevenant Titans, 
Wartound Tans serve both the Emperor and the lel forces at 
(Chaos although the Heretics also use seri-daemanic engines 
such as the Questor and Subjugato In the same eles, 

emain disadvantage of a Scout Tani hal towers above lesser 
vehi, making tan easy target, while not being as heavily armowed 
af as wel protected as @ Bale Tian. For this reason they are raroly 
ted iv open terrain or for straight frelights wth well armed (ors. A 
$irorg antitank foree can bing ruin a Scout Tian so ther commanders 
are usually the widest of Than ples, Thoy tend to fight as hunters, 
Stang the prey, wang Yr an unguarded momwrt to pounee, hen 
fsecaping bolore the rest ofthe enemy army can react to the blow, 
Often they hunt in packs, combning their firepower against 
powerul targets and sping aganst lesser ones 


BATTLE TANS. 
‘Mos! Titan al ito the eatagory of Bata Tian, This is 2 fay 

loose desertion that covers many dsparaie types, Reaver 

Titans, Warlords, Phanloms. Gargarts and Bio-Ttans al fall 

Inj hie ealegory as do mary Daemon Engnes. Battle Thane 

are the mainstay of most Tian lorces and ere usually tne largest 

Vehicles lo be commited te a lang based conficl, Each Titan is capable ot 
tarry at least tree auper-heavy weapore and aton more 


So tl that thay ae raroly able to make any real use of cover 
fandso ponderous that avoiding incoming fie Is usvally outo! 
the qudston, most Baie Than aly Insead on barks of 
ower fields or void shields as well as immensely thick armour 
Plating for protection, Even the heaviest fusilade can be 
betectod orabsorpea without serious effect Battle Thans 

tare mast olten used to plough great cles in the 


enemy lines, allowing “antry and armoured 
tcomdnies  aavarce ana consotate in thelr wate 

individual Titans may cary wildly citferent 

‘aimaments — some may be geared specifically to 

engage other Tian for example, whe others may be loo win 
‘devastating barrage weapons to obkterate infantry. However they are 
farmed, Batte Tans are awosome shock assault vehicles 


IMPERATOR TITANS 
nally the largest and rarest class of Titan isthe Imperator Titan 

Oni the Imperium and Orke buld Tana fie large. The mperiun 

bulés them as an act of uate worshp and ® symbol of 

abselute power, Orks because they oan and because they 

farert about to be upstaged by some “porcy ommans”. Tho 
ImnpecatorTean ices a magnticent machne, starding taler 

than most tower blocks. Notonly does itcary weapons that are 

fapeblo of domolishing whole ees, bul leo Taree an enti 

platoon of toons witin its massive armoured lags. Tha Mega-Gargant of 


This 
Tian has beon 
picked out for the 
‘ole of a Titan 
frunter, with @ 
close combat 
power fist and 
Vortex missile 
‘able f9 take 

ul most 
‘opponents. 

To support 

ite advance It 
aiso mounts a 


Tauncher, 


Thie Titan has 
been designed 
tobe tactically 

‘exible on the 
battles 
Armed with a 
‘mega cannon and 
two heavy 
weapon batteries 
to dea! with 
fntantey and 
tanks, it 

mounts a 
powerful 

Death 

Ray for 

heavier 

targets. 


{he Orks is hardly less fearsome. The Oris nail and wold colossal weapons onto every avaliable surface, 


1640,000 F 


Whole tibes of Gretchin lagors scurry throughout te vast bulk to keep it oling inexcraby fomard TO 
Golgn wracked the younger | he Orks lighting alongside i,k becomes an ido to the Ork gods Gork and Mork and they become 
(rk aroun the side of he Inspired by ils presence even as thei les qual before t. A single Imperator cass Titan isthe equal ol 
road, a whole aquadion of laser ane and they are ary commie fo the fsroset anc most eritcel 
"Wodldyer mean we're tosin'»® | eampaions 
‘But Boss, thoo's a lot move ot | TITAN HUNTER, FIRE SUPPORT, OF ALL-ROUNDER 
therm left than aro is of us.” "AS | sald earlier, every race ulde Titans in a aiferent way and even identical ypes of Tan may 
(Amongst Orks Bogiot was ‘be aed wth very diferent weapon systems, This makes Tians particuatly ecble and 
Saneiderad somating of ‘lows you fo choose a Tuan for « paricular purpose, 
‘mathematician ‘Any choice that you make for your army must fzke Several tacors into accoun. 
“Now iseen ‘ore lad, The poins that You have avaable to spend, te type of army that you have 
‘Numbers dor mean hasan tha type of army thal You willbe ightng and personal prtarance are 
i i al ak E ‘the main ings [o keep In mind whan choosing a Titan. Obvious i a 
an’ siratargee felatwely small game you may not be able to alford thal three 
Int? Lemme Imperator Titan bate group you have bean paining all weekend 
explain. Wore IW your army has a fot of anivtark weaponry in, then you may 
ina zoggin big wish 10 arm yout Thang for an artvinfanty role plug tactical 
‘Gargant ight?™ ‘gap in yourareonat Equal, it you suspect that your opponent will 
povies be taking an enormous amaunt tanks, then you may decide to 99 
A ‘completly the other way and load up on pulsars or death ays, Here area tow 
Ae’ thore’s rutin’ St my ideas on how te pick a Tian 


glee be (CHOOSING WEAPON FITS: 
Snr 
bane”. Cee Nal lomo 
- ‘how many points | can afford to spend on 
“Then we cant ered arsectow peace 
mene Sever 
eae Sally Sooe Sw 
eee ae co ah cae, ee 
(ean sina pot as he snr 
aig tape ar ct meted 
ee rte wen wes 
seis es oor hats oie 
Fe Ge aca cl ay 
arta ear nia a see 
Sone 2m en ae 
ss Sa See ne ote 
seiner tfc nitypee dee 
Fee eran eae Nee a te 
arc ban an isl oer 
Ethel te li ik 
Pee es or ce tne Sars 
Le (ame ies ee erate or ne 
sent oats inten peste oaece en a 
Prec icy Mlpedgab lg gioendry 
See Da ree ARS ya ee 
Set ete ae fay Ses rey satin 
seer eae verre el es 
fae are a oa te hemek nacedunnelneh 
oe ea ae welts hs 
ime ren eres oa cent en eT, 
seiner Gee tie averse ane ERY tn 
See ee ae br ar ao erg fa. 
A ee erat eh ated Fuh cos cael ean 
Oe OST eras tara eee eaters Manca ie 
Sistee bine 
he a ee aa ten erates re te” at Tine hos Yrs 
Ca at ene (hate Tues vay baew wet ancy ath Tyee 
Pea ete ei a Lee ap related 
Ne eee end ee pra ike rach aa ey ee eeoantey 
See a ea reat sie ta taiy sonnearsbe ent ssc eal 
Petr erecta adepechloyslarys engin pho 
Be eg ele eg eg tera 
Mee ee en ae  tstahal nocarm en saya ve ortoka cod 


TO THE BATTLEFIELD 
(Once your Titi is on he bated tha hard work realy begins. Its easy to gst carried away with the de that 
Yyourian le 2c hard and unetoppabla that I going fa rll ver the enemy army practically all by tel Quite 
{simple trap, bul one that yau should avod at al costs. Fest, enough frepower wil bring anything down, 
‘doesit matter whether you are facing a Land Raider company ora battafon of Imperial Guardsmen, i there 
fire onaugh et them your Titan wil gel nto abl, Seconely there ke a ito the romBer of tings that any 


feo upon ata ime. I there are mere fings te shoot at tha your Tilan he guns, thon some 
things are geing to survive, And finally, youve bought and painted all those other models too, so hadn't 
you beter use them? 


TITANS AND YOUR ARMY 
{ascally the polnt here fs at any Tan, no matter haw big, i gong to need 1o work with the test 
ol yeu ary otherwise you ran end up just wasting is potential. The main hina to remember is the 
lan you hae when you designed the Titan." you wanted to banage infantry then go abead and 
fon get sidetracked into taking pe-shots at Super-neavy tanks, Pick your target carefull, A Tian 
lwaaoon packs a very hefty punch, but only against one unit or detachment. Make sure that the 
target really meri fe attendon af your utmate death mactine, You really cont need a Tin to mco 
Up Me last few Grelehin stragglers rom a routing Boyz mob! 

‘Your Titan is just one pat ef your battling, it should be supporting other elements even ae they 
supgort it line Tan i under threal rom several sources then you should havo oor unis that can 
help tout; equally, your Titan should be able to lend its considerable frepower where & is most 
Ieecod. A visor viow of faces wil not enly make your Tian more ikoly to survive se achieve 
‘mere seul result 


ELDAR PHANTOM & Fe ip state eve 
REVENANT TITANS cages tape ee 
‘benefit not only !rom the experience of thelr crews (who are brought up with N ‘Phantom Titan quivered 
‘he Titans trom birth) but from the collective consciousness ol a large wih rage as his 
‘around a wraitnone core which permits the spirits contained within isa es Ml eel 
{0 tow frely through the whole machine, Tis avs the wari whose spit sone 
Eldar Titan a censciousness of is own which, combinod pean 
‘hey are protected by a holo- Availairre spun 
ive mowiad ace, taniad orate 
the Titan making itappear to be a swirling, dancing cloud ar bi bad eay eine 
of colaured motes. I's very hard fo target an Eider hor crema reuan 

‘Titan with any degree of certainty and even the most chee 


‘advanced tracking systems aro thwarted by the | Peeled! en, Te he Cre 


“4 ‘wiring energies ofa hobo ee tom ere 

The pulsars used excusvly bythe Eek. tsa | "them Ork and vehi ake 

‘ighy sopnsteate laser eannonandmpy demoratates |" Were rp” asunae: Oy 

the Eidare consummate skin contract laser Yenpest of shunkon at 

xytarone The us res she vlos a creme | ker ase: Seng so 
powerulaoer enegy evar pice at enetey m Fevale) | MANY for muroer de 

sing Separated by a few milliseconds from tha next the Ork advance labered, 

Deingemeaes aan ‘ baal je unabie to face the stcrm of 
ea at wate ne 

Scout cass Revenant Tans are oxtrmolyfst, using pichyior hii 

ther lng lags an smal amp ets fo mow noross yd tue the Eldar 
catteld win aso speed. Mat an counter tack began 

pulsars can cut through tows many imes eircom | sweeting he dshearaned 

siza as wel as doasiaing deachmonts ‘Eris botore nee wth 

‘maior aoversoies, vale sting at 

thor need 


Mail Order has all those extra bits that you'll be wanting to get 
your hands on, so that you can model your own fire support or close 
14) combat Titans. Give the Trollz a call on 0115 91 40000 to find out the full 
_, list or you could check out the Mail Order section later this issue. 
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THE SIEGE OF 
CASTLE RAVENBURG 


by Tuomas Pirinen and Gordon Davidson 


wi the imminent release of Warhammer Siege, we decided that it was time to play a battle 
report featuring the new Siege rules. Gordon (formerly the Boss Troll in Mail Order) is a 


recent arrival in the Studio and helped Tuomas playtest the Siege rule 


It seemed a good idea for 


Gordon and Tuomas to go head-to-head in a Siege battle report, During playtesting we found that 
playing a full campaign was the most challenging and enjoyable part of Siege, so we decided to 
do just that with the Final Assault forming the main body of the report. Over to Tuomas... 


Tuomas: Gordon took command of his beloved! Ores, while 1 
ntlet of an Eine Retksmarshall, As we had 
1 splendid. new, plasic Warhammer 


soured the 1 
just ot our hurls on 
Fortress and Soldiers ofthe Enypire Warhammer regiment we 
decided that thethe fendi nd the Ores 
would attempt to storm its g 


One of the decisions: we 
made before strting was that we were going to limit magic 
‘everely Both of s have played Warhammer forages, and We 
ations on mules o unusual Scena, In his ease 


often try va 
we both wanted to concentrate on the tactics and strategies 
involved in Siege Warfare instead of long Magic phises and 
povweefil 


The other unusaal featire of this batle Was that both of ws 
ould field one unit of Mercenaries from the forthcoming 
Dogs of War book, 1 you look closely atthe photos on he 
fallowing pages you can catch glimpses of Golgtag’s 

Marksnmen of Mirag! 


Merconsty Ogee and the f 


THE STORY THUS FAR... 


Before the Final Assault we played several other scenarios 2» 
detiled in the Warhammer Siege book. Ina Siege campaign 


hath players lake tuna and base a list of aptionn. Some of 
these will require the players scenatio, while others, 
like Bombardment, are solved with 2 simple dice rot 


‘example. if the defender chooses 10 send messengers t0 seek 
the Send for Help scene 10 determine 
sengers beeak through th 


legers oF not 
Below we have described (although in cursory manner) the 
saul 


scenarios we played before the Final 


FORLORN HOPE 


\We role! to see how the campaign sured, an found out ths 


the first senaria Would be the Forlort Hope, In this scenaric 
e Besieged playce nmust have one unbwoken unit within 6" of 


a vertain Key terrain feature sush as a bridge, crossroads ote 
This is easier sid than done, as the Besieger will have a 
faumenical superiority and time enough to hunt down every 
‘opponent. The objective is situzed in the cenie ofthe 


lable, making it very difficult ra defend! 


The Empire troops put up a brave fight, but they were swiftly 
crushed hy the siperior numbers of the Greenskins. Atthe end 
ff turn 3 there were no survivors, with the Night Goblin 
Fanatics having wreaked teribie casualties 


Each of the scenarios in the Siege Can 
hates, In the case of Forlorn Hope ifthe Be 
Will catch same Of the enemy top before Hey can retreat 


io the safety of the fortress 


We rolled a dice 10 see how many troops wers caught by the 
advancing Besiegers. The luck was with Tuomas as Gordon 
rolled only 2, reducing the defeading somy'in the Final Assault 
ty 30 pois, 


SEND FOR HELP 
Now it vas the Empire player's turn toxry and gain advantage 
in the campaign. Hand pressed by the besieging Ores, the 
defenders sent some of theie bravest men to atlempt a 
trealihough and bring reinforcements from Altdort 


A force of Kislev Winged Lancers, accompanied by Kislev 
Horse Archers, voluntesred to break through the siege lines 
They were met by a strong cowtingent of Ore Arter Boys and 
Boar riders, and wfler much fitter fighting, two messengers 
‘were about 1 hveak theough, One was the real mesterger and 
the other a decoy. Gordan bad only one Am 

‘apuble of shooting at them. If he made a wrong decision he 
Would lose, as the real messenger would gallop to safety and 
bring wor! to the allies of the besieged fore. 


sill standing 


NAZGIT’S HORDE, 
Gordon: At last the final battle: Unfortunately all the lea 
battles have only gained me an extra 75 points of war 
machines 4 add W my 300 point horde, Stl) mustalt 
srimble 


My plan of atueck was dead simple (nor ar all like Gorton 
then, no, no, no... ~ Far Bloke), charge on all fronts, Whilst 
this spans pempistc ti i Ft the 

tke a castle us the defender will find it emendously difficult 
to adequately protect every rampart. 


My first choice was easy 

would have the guile to assault an Imperial fortes | decided 

so call hits Nazgit and chose him a bodyguard of fifteen of hss 

atrioes. Equipped with i 

storm dhe gatehouse. Next to them would bi 
ty log ram. Th 

{Black Ores and vo tic up any reinforcements 

3 once they had gained accesso the 


hty Blick Ore general 


finest ers, their ask was simple 


unit of Goblins pushing a mi 
draw fre frome 
in the court 


it jot wast 


stl, 


For migsife troops | had 10 borrow from the studio army. On 
av opea batlcheld L rarely fee the need for towtite~ 1 prefer 
1 full-ooded assault But in a siege only the most foolhardy 
wes these deadly watrion, T chose «unit of ten 
Crossbow Boye and another of twenty Arrer Bay’, equipping 
oh with mastlets. These provide hard cover, making the 
Boyz.-2 40 e hit and also gives theta free 2D6" move before 


peneral i 


ihe bate stars (hopetully moving the crossbows iato short 
range). Next came the mighty war machines; (wo rock lobbers 
tnd two doom divers would relentlessly” pound the walls, 


hopefully for my marauding horde. Normally 
you ateonly allowed one war machine for every 1,000 pois 
You spend hut due fous using limived magic and with the ext 
fur building war machines (an opto 


Tw the ssenaro lists) 
Tuomas kindly allowed me aniextra one. Al the missile troops 

ne orders from Warlord Nargt, “Firs pet rid 
Of all da big shooty guns, Den yout lobbas hit da same bit of 


receive the 5 


Wall da ogres run al until i falls down, You arrers sho 
anyfink dat moves, gelir? 


My nest choices were again easy to make (ain't Ors 
brilliam!), a Giant andl some Forest Goblin spider riders 
hevause hoth these troops yet special rules in Siege. Glamis 

nore sumparts when they chirge (ley don't ted 6 to il) 
and have sullcient strength to damage the walls themselves, 
Whilst spider riders can run stright up the walls without 
ladders 6 srapting hooks, 


Rounding off my attacking force I placed my siege tower also 
known athe big canna atrater) on the lft Mak pushed by 
Big “Uns, along with a twelve strong unit of Savage Arr 
Boye with grappling hooks, Lastly Tchose Golgfay’s Ogres 
wih aera ram and a unit of Uvry Night Gobdins with 
Jadders (1 did't hold much hope of them doing anything 
useful, but big nits scare people and they will ieaticnally fie 
at them), 


So, with my mighty force 
of doch chosen, let battle 


ein! 
Wr siesinur hs: 


W) Night Goins 
wit adders 


10 Oe Bowe with 


11 Savage Ors 
with Rowe & 


20 Ore Boye with 
hows & mans 


Blick Ore with 2K 


eee Bee ee ‘Gilde 


A ty 


20 Ore Bigs 
with siege tower 


2 Dam Divers Fest Goblin 


pie riders 


eV 


oe 12 Haters 
a 20 Maleders 


Markonen of 
Miragiano 


=] 
al 12 Haitings 


STERING THE DEFENCE, 
Tomas As 1 prepared for the Fin Assault 1 carefully 
sonsidered my options, Even though have played dozens and 
ovens of Sie 
fhe. have uscd the Empire army to attack castes many ties, 


ames, this would be a now experience for 


and I ca ell you tha with ts namerous infanty an! powerful 
ar machines tbe Empire army exeels in poueding dawn the 
walls and stoning the barricades, This time it would be 
Siffre But with their infontey. 

machines, T yas confident that 1 could mount an elfective 


archers aad. ar 


‘To repel an assault « General has to pick the right oops for 
the job, There is no room for error. as one wselessunit may 
pean the difference between the victory or defeat, This in 


rind I considered my options 


First 1 ceasiered which characters I should use, I stated ith 
Helmut Kreutz, the General, and equipped him with heavy 
amonr, shield and a balberd, He (would be placed fn the 
Diddle ofthe troops; ready to take on the worst hat the enemy 
hud to offer 


Apart from my general I chose two modest wizans, level | 


ad level 2. Their man jl was wo counter Wasa! magic and 
Inister my own troops, Battle Magic is not a its best whe 
sed offensively, 


Pe 


wha 1 oye 


As we had limited ourselves to just a fey magic items (3 items 
‘up to 25 points), selecting them was quick. [give both of my 
Wizards 1 Dispel Scroll each, and equipped my General with 
the Armaur af Meteoric ron to give him a 2+ save 


@ 8 ve 


BF 5 he 


‘War Machines were must took a Great Cannon, Helblaster 
Nolley Gun and 4 Moet Thi would give me a wide variety 
‘of options, fromthe Mortars ability to pound lxge formations 
to the Great Cannon's sheer hitting power which T esd wse 
tw devasute any Siege Towers, 


For my rank-and-file, | picked as many missile troops as 
possible, [took a regiment of 12 Crossbowmen, a unt OF 12 
Halfings and | also hited the services of the famous 
Marksmen of Mirgatiano from the forthcoming Dogs of War 
book. With their Ballistic Skill of 4, aod led by Maximilian, 
thelr capiain, they would be ideal for showering the enemy 
with deadly bots 


‘Usually in siege game the enemy will ereate breaches and 
‘est the ramparts. To make sure that ifany othe walls were 
‘overrun [would be prepared, I also took 2 units of Halberdiers 
(12 and 2 strong with champions) as well as v unit of & elite 
Reiksguard foot knights, With their strength of 4 these soldiers 
‘of the Emperor would be ideal to defend the courtyard 


thre batches of boiling oi and numerous tocks 
‘and reinforcing the fortess gate, my brave 
defenders were prepared. 


Aer buyin 


MPIRE TORN 1 rs tsa ws ay a ec 
he eb a ans a es ee eral eaitra & 


The Greenskios re pon. the ory, and the weary 
this ‘urn, 


wurriors mustered to meet the foe, With dried disciphi 
he Crossbowmen and the Marksmen of Mimgliano opened 


fire on the massed nd felled four Goblin 
but that was bur a few leaves ina Forest of foulness 


rosshowmen, halberdiers and the elite Reiksguard mani 
the walls und prepared Wo meet the foe 


After deployment there was np movement on the walls 


With no and combat to resolve, we moved staight to 


the courtyard, asthe troops were already in good poi 
ta the magic phase. The Winds of Magic gave eleven cans tothe 


receive the a As the Empire general bake 
players, and Tuomas immmediaely attempted to cast Bess on 


mma, dhe anllery and archers ofthe Empire opened fire 
the Micksinen. Gordon threw down a Dispel eard_ and 


The Great Canon took aim and belched fire. Unfortunate 


the cannon overshot Is Intended target, the siege tower, Managed {0 stop the spell from taking effect. ‘There was no 


ther magic and both sides stored wo Magic cards in 


harmlessly hiting ground the many paces bohi 
. preparation forthe next Magic pl 


rif 


% 


! ry _— 
| le 
ge 4 ORC TURN 1 


Rs — 


EMPIRE TURN 2 
‘As the men ofthe Empire we 
very lite movement apart fx 
Halberdier inthe Courtyard 


geod positions, there was 
few stepe taken by the 


The machines of the antillery school of Nult opened fire 

‘gain, hoping to improve their perfon 

Greenstin 

Great Cannon simed atthe siege tower once again, bul 

ire ayershot the lumbering co 

«1 Helbtaster Volley Chin opened fire. Firs 
reat explesion asthe first barrel helched 

fire, and the Gia us shrapnel tore a deep 

wound #9 Is se, ISU then there was a load hiss 

followed by the bitter cursing of the crew of the 

Volley Gun, The machine had misfired on the second 

barrel, and it was now useless forthe fest of the by 


closer und presented 


‘The Crossbowmen and the 
Joosed their bois towards the 
no use, The din ereatun 


arksmen of Micagtian 
Gass we, bat it Was 


tunseathed from the 


hall of 

The pudgy Halflings targeted the Ores sheltering 
tet, but the combination ofthe Ores’ high 

and the protection of the mantle meant 

e Arrer Ladz wee unharmed. What a disastrous 

Shooting phuse! With no more shooting left, the 


hase offered nine cards, which Tuomas 
ear on the Black Ores. Gordon filed his 
Dispel attempt, but the Black Ores easily passed thei 
LLeaderhip tet 


down the defences. The Spider Riders scuttled up the walls 
ind engaged the staunch Reibsguard foot unit, who lobbed 
rocks it them and managed ta crush ane spider to a pulp. 

“ 


sow-armedd Ones shot at the Empire crosibowmen on the 
do kill one, The unfortunate man fll down 
reaming pitifully 


wall, aad mi 


ORCS & GOBLIN 
TURN 2 
nce again theentine Ore army passed 


las Animosity tests Sama 


powerful 


continued its relentless assault. ‘The 


ATTACKING WALLS, TOWERS AND G 
“Towers, walls and gates donot ba 
ach altack does is resolved 


‘Toughness or Wounds like the liv 
b 


mighty constructions. I also stops beroes 
ing catls to pieces! 


cffors they failed to wound any of the Marksmen of one Stone ‘Thr 
no. The Tleans hi a ct had been, 

aig cat nly T how to use missile Weapon: 

The Ore artillery did not do 10 A Doom 

suflered a 


fet which hit the tower where the Volley gun 
moe af the masonry, 


pin unit with the 
siled Dispel atempt the unit 
cnc with the gate! 


EMPIRE TURN 3 


The Empire twops sll did net move, but prepared to receive 
the green onslaught. The grim-faced general raised his hand to 
‘order another barrage of eanonade ad crosibow buls tbe 
unleashed. 

The Mortar roared ant a shell exploded amongst the Black 
(Ore regiment, ripping five of the giant Ores 9 pi 

ues, the Great 
Canin crew took carctul alm ark let Foose, The huge siews 
tower vat hit, and the massive eannorball shattered one ofthe 
beams of its framework. The whole construction creaked, 
shook, and finlly fell apart witha deafening crash! Six of the 
Big "Uns were crushed under the falling timbers, and now the 
‘entire rogiment was Tot with no way of asaelting the castle! 


‘The crassbowmen tock aim at the Night Goblins but only 
managed 10. kil two of the creatures, sil leaving doses 
poised to attack the castle, 

‘The Matksmen of Miragliano tipped boiling oll over the 
fampars and into the waiting Goblins. But the Goblins 
‘quickly took eover under the wooden roof of their battering 
‘mt and thus suffered only a single cos 


‘The Halflings proved to be Far more accurate and despite the 
protective mantlets, they felled thres Ores! Impressed, the 
Empire General ordered extra food rations for the 
Mootlanders after the batle (shat an open invitation? ~ Far 
Blote) 

The Spider Riders fought a round of hand-to-hand combat 
against the Resksunrd, but nether side ms 

Wounds, This combat would drag on for at Feast ene mor 


und 
‘The Goblins, encouraged by their bosses, strusk their 
battering ram against the gate, Gordon managed 1 rola 6 an 
fa deafening crunch indicated that the gate was caving in under 
the fore of the battering ram. Any further aacks agains the 
fate would receive a 42 bonus 

"The Magic phise grarted Tuomas the Total Power card, and 
the used it to cast Fear on the Night Goblins, Unable to dispel 
1, Gordon picked up te dice and promptly talled his 
Leadership test. The Goblins fled, leaving their ladders 
behind 


ORCS & GOBLIN TURN 3 
Following theie bellowing General, the Black Ores charge 
‘the Marksmen of Miragliano, climbing up the ladders like & 
black swarm, 

The Ogres hoisted their log ram and charged the wall section 
Where the Giant was struggling with the Crossbowmen, 

The Swage Ors let loose with their arts, but managed {9 
miss the Great Cannon erew completly, Seaing thei savage 
‘susins miss, the Ore Arrer Bayz with crossbows shotted "yor 
rubbish, we'll bow ya" and shot one of the cannon erew off 
the tower 

In the Hand-to-Hand Combat phase the Goblins batered the 
‘gue again, making it buckle under the pressure. The gate was 
almost broken, and the Halberdicry on the otter side gripped 
‘heir weapons, preparing 1 faze the green te. 


The Ogres hatred the wall with all their might, and managed 
to crack it Meanwhile, high above them, the Giant lifted its 
huge club and crushed two Crosshownen. The Spider Riders 
SMll struggled with the Resksguard, but both sides st f 

(o woud, and the combat was drawn once more 


Iu the main batle the bellowing Black Ore General issued a 
hallenge to Helmut Kreutz, and the grim veteran accepted 
The brutal Ore attacked frst (ashe was armed with the Sword 
of Swift Slaying) bot filed to cause ony damage. The human 
general struck hack, andthe Black Ore roared with pain a 
rage, as his opponent scored 2 Wounds! The Marksinen 
the Empite Gereral had wor the combat, but the Black Orcs 
passed their Break test, 


‘Magie gave the players 8 cards, and Gordon wsed them to cast 
‘Ere We Go! on the Black Ores, Tuomas threw down a Dispel 
card and managed to dissipate this potentially batle winning 


a ee ons eee ee ee — 
E 


cs 


EMPIRE TURN 4 


my threatened their wall 


The Halflings, seeing th 


J the Empire side weal theic mic 
aged in hand-1o-band or trying t0 


troops were eier dea, 
fix their war machines 


The Giant swung with ts club once again, and crushed three 


Crossbowmen, while the 


gate, Discarding their battering ram they prepared to 
‘courtyard whete the disciplined halherdiers were wai 
st the Reiksguard, 


bck Dae Bt 


fightin 


igs This doo Hep thm much, a the Kelseuad 

he Spier Riders to shreds, Th 

morale of the Goblins broke and they fled, leaving the 
and inthe possession of the wall 


wck and sliced Wo 


i cast th Fear spel, but 


ORC & GOBLIN TURN 4 

wired through the gate to charge the 
jing the courtyied Ithey could break throug 
soa, they would have a very good chance of winning 


In the Shooting phase the Ore Atrer Boy2 picked the Mortar 
i theirchosen trgt, but despite unleashing a hall of arrows 
the erew emerged unharmed. 

The 


oye were far mare effective, an they 
manage to slay both remaining crewmea of the Great 
Cannon silencing the war machine fer good 


EMPIRE 
TURN 5 


The Mortar took aim at 
the Giant and the 
arillerst brand 
taper to fire the shell 
Bur an escaping spark 
ignited the hlackpawer 
and the 


crow were destroyed in 
catastrophic mistire 
‘which threw the broken 
crew high into the air 
like 

The Ogres continued 
thie relentless assault ) 


texan 
= act J 
= ie 


but neither side was 
way and the combat ended ina draw 


“The Winds of 


ORC & GOBLIN TURN 5 
As the panicked Spider Riders, Giant ane! Goblins continued 
their flight, the Suvage Ores charged the Reiksguard 
ks over the walls the sereaminn. 
1 which had proved too well 


blew weakly, and no spells were ews, 


the battered wall section and 
ider shook the wall, but it was 
obviously built by Dwarf masons and simply” would not 


collapse 


Inthe Fland-to-Haand Combat 


their attempt to defeat the elite Empire soldieny much more 
itil, 


The Ogres, workiog hard with their 


damage the 
collapse the 


a the players, and Go 
edit to cast "Eve We Go on the black 
‘ 


the next spell, Gaze af Atork, was dispelled and the Magic 
phase ended 


shaky’ wall 


which 


a he fast Empire sm! ih no movement and 
o-band 
ard, but 


left ofthe battle 


ORCS & GOBLINS TURN s 


BRAVE WARRIORS HAVE 
FALLEN TO THE FOUL }} 
GREENSKINS AT THE 
SIEGE OF CASTLE 
RAVENBURG. 


YOU SHALL NOT BE 
FORGOTTEN 


headin 


AS THE DUST SETTLES.. WE IS DA 


= What a battle! This: wa BOYZ! 
[ 


ina ays Waster ti wheter 
. werent: they get! To win on the 


time! T haven't had so much 


Empire General 
Pirinen 


usually the Besiegers 


Ore Warlord Davidson | 


achieved i seemed only & 
with their ram apd all xy 
own the left wall section, but a 


ising and deviating 
0 that by 


and limitations, We also hal 
‘of trying to remember magic 


play am exciting amd Je the new Siege 


he drinking songs: “We is da Boyz, we 


PO ATRL PI 


don't you give it 


ACROSS A BARREN LANO, MOBS OF SAUAGE ORKS BaTTLEFoR SUPREMACY. 
/ FAME AND FORTUNE ARE.GAINED WITH A-HAIL OF BULLETS ANO-THE ROAR OF 
CRUDE VEHICLES IN A LAND WHERE THERE IS NO MERCY. 


IN GORKAMORKA YOU ARE IN-FHE QRIVING SEAT, LEADING A.MOB OF 
BLOODTHIRSTY ORKS AS THEY FIGHTIEDR POWER AND GLORY OUER THE 
BLASTED WASTES: OF AN ALIEN DESERT, 


If there’s something you want to change on a deal - give us a call 


This month’s releases... 


‘Chock out ns may 


Ws whopping Warmer Sige ato reper 
ng 


ammer Siege book £15.00 
ge Attackers boxed set £10.00 
Box contains 2 ladders, 2 lag rams and a complete 
taattering ram, 

Siege Detenders boxed set £10.00 


Box contains 1 boiling oll cauldron, 2 rock 
4 buckets and 2 wheel barrow. 


£2.00 each 


Warhammer Fortress box £75.00 
The Fortress comprisas of 4 towars, 1 gatehouse, 
3 walls, 4 small doors and 2 main doors. 


We've got nat one but wo ofeat Warhammer Siege 
deals this month. All you need to do is choose which 
‘one deal you Want fo take advantage ol! 


SIEGE DEAL 1 
BUY WARHAMMER SIEGE, SIEGE 

ATTACKERS AND SIEGE DEFENDERS 
FOR £35 AND GET TWO BLISTERS OF 
MANTLETS ABSOLUTELY FREE ! 


SIEGE DEAL 2 
BUY WARHAMMER SIEGE AND THE 
WARHAMMER FORTRESS FOR £90.00 AND 
GET SIEGE ATTACKERS AND DEFENDERS 
ABSOLUTELY FREE! 


= 
MpLETHoo Emprevew.  Erore eo 
Inperal Nee. Warr rest 


Wardencer Oregon High EY Here: Nesromender Questing 
Champion Slayer Ranger anfoat Knight 


@ 0115-91-40000 & 


As both @ cunning 
of the Crags makes 
can find 0 

Champions of Chaos Warhammer nt. He's 
‘come up with @ couple of great Chaos retinue deals with 


centrepiece: 


GORTHOR DEAL 1 
+ GORTHOR 


*12GORS 

(INCLUDING COMMAND) 

+9 BESTIGORS 
(INCLUDING COMMAND) 

PAY £50 AND GET CHAMPIONS 
OF CHAOS FREE! 


ny Beastman army, you 
and powers in the 


Chaos Halberdiers 


component 
halberds and make the 


80 cool we've 
Gorthar as the 


asiman Gar 


GORTHOR DEAL 2 
*GORTHOR 


+18 GORS (INCLUDING 
COMMAND) 


+15 BESTIGORS 
(INCLUDING COMMAND) 
+2 BEASTMAN CHARIOTS 


PAY £100 AND GET CHAMPIONS 
OF CHAOS FREE! 


WARHAMMER 


Legion of the Damned 


Legion of the Damned boxed sot £20.00 
1 Sergeant, 1 flamer, 1 heavy weapon, 
Zindividual Space Marines 
Space Marines £2.00 each 
Sergeant £4.00 each 
jolal Weapon Space Marine £3.00 each 
Heavy Weapon Space Marine £4.00 each 
itrce designed by Mark Bodin, Wik ey ard Dave Paty 


& F 


Thooner Trooper’ Wagon 


Three Legion of the Damned Bikes 
asm Gun Tassennon for £12.50) 


ese wanes Sates Space arn es, Legon of he Damned 
Assault Squad for £20! 


Gat Sergeant, seven troopers and two 

spacial weapons, complete with assault 

‘woapon sprues, Legion ofthe Damned 
‘houldor pads and backpack 


Legion of the Damned Landspeeder 
for £20! 
Got a Space Marine Landspeecr wih Legion ofthe 
‘Damned shoulder pads and Skeleton Spruel 


Legion of the Damned Attack Bike for £10! 
Ge an Atack Bike with Login ofthe Damned shoulder 
pais and backpacks 


Legion of the Damned 
Dreadnought for £251 
Get 2 Skoloion Sprue and the 


Legion of the Damned Devastator Squad for £25! 
Get our heavy weapons. five Space Marines and Sergeant, all wth 
Legon of he Damned shoulder pads and backpacks, 


@ 0115-91-40000 & 


If there’s something you want to change on a Ge 


Pit Slave 
PIT SLAVE GANG FOR £18! 
GANG COMPOSED OF 1 PIT SLAVE CHIEF, 1 

PIT SLAVE TECHNO AND 6 PIT SLAVES. 
(GET TWO EXTRA PIT SLAVES FREE, TO 
EXPAND YOUR GANG! 


Pa Save wih aw 


Tum ot we 
Phantom Titan boxed set_£10.00 
Revenant Titan. £5.00 each 


iar Pao Tan 


LORDS OF BATTLE 


Personalising your Epic 40,000 Titans is a great thing to do. These huge engines of destruction dominate the 
battlefields of the 47st Millennium and look great with a few extra details added to them. We've got lots of 
classic Titan weapon models for you to choose from, including parts for making the dreaded Chaos Titans. 
‘There are more weapons available for your Titans, just give us a call to find out what they are! 


& Pat) 
(SF wehbe Seo { 


3 
=x 
g "a, (Cope: ¥ ‘e | 
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q cumemescooy ao 


ah oa) 


imperial 
Reaver Ttan 


Great Garg 


Aiheso ol Thane are 
availabe as compicte 
models from Mal Order 
and feature all the Tan 
paris we've show on 
these pages Thoro's 
Simply loads of hem 
aval, ust give the 
Tots a ell 


Tmnperal Reaver Tan CO ROG Warhourd 


| can also provide game and miniature parts » Mail Order can also pro) 


= q f 


\IL ORDER @& 0115-91-40000 MAIL ORDER & 0115-91-40000 


